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SYSTEM 

FORMAT 

PRICE 

Spectrum 

Cassette 

£7.99 

Spectrum 

Disc 

£12.99 

Amstrad/Schneider 

Cassette 

£9.99 

Amstrad/Schneider 

Disc 

£14.99 

Commodore 64 

Cassette 

£9.99 

Commodore 64 

Disc 

£11.99 

Atari ST 


£19.99 
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FEATURING 
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weapon on Dark Side, ftuoid Plenortanks 
Disable matrin EDO's, use tunnel 
network and jet pack to best advantage. 
Time is short. EflD 
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ALL THE LATEST COIN-OPS 
IN OUR FREE ARCADE 

BOOKLET 


In our fabulous free booklet we take a look at all the 
arcade machines you'll likely to be playing this sum¬ 
mer. Lots of colourful pictures and critical comment 
from the country's top arcade players. PLUS pages of 


MICROPROSE REVEALED!! 


Despite a mere three releases 
on the Spectrum, MicroProse 
are arguably the leaders in 
home computer simulation 
games. In our first company 
profile we take a look at the 


US-based company. CRASH vis¬ 
ited their Tetbury-based UK 
headquarters to find out what 
makes them tick. 

Read all about them on page 
. 30 


DO IT YOURSELF 


32 ACCOLADE GO CRAZY . . . 

... and give away a terrific sports bag and tracksuit 

68 RECEIVE PICTURES FROM SPACE . . . 

. . . thanks to Elite and their satellite TV dish 

79 GAIN STREET CRED . . . 

. .. with a pair of booted roller skates from Gremlin 

85 TIDY UP YOUR HOME . . . 

. . . with a fab computer desk from The Power House 

94 GAIN STRENGTH . . . 

. . . from a crate of Irn-Bru 


hints 'n' tips on all your old favourites. Our com¬ 
prehensive COIN-OPS NOW! booklet provides EVERY¬ 
THING you need to know! 
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FORUM 

35 NICK ROBERTS' PLAY¬ 
ING TIPS 

43 CRASH COURSE 
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112 ETAL 
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ZX SPECTRUM 


WE AIM TO 

PLEASE 


Following a series of letters 
debating the CRASH reviewing 
process, I feel the need has arisen 
for a fresh overview of the 
proceedings. The part-time 
reviewing team that was in 
operation a few months ago had 
their individual ratings at the 
bottom of their comments boxes. 
In many cases, the fact that they 
were not reviewing full-time meant 
that when major discrepancies 
occurred, such as one reviewer 
giving 80%, and another 20%, it 
was often difficult to discuss the 
ratings given, and it was often felt 
that such a large range of marks 
was detrimental to the overall 
effectiveness of the review. The 
individual ratings were thus 
dropped. 

Since this decision was made, 
letters have been pouring into the 
CRASH office pleading for their 
return. I myself have also felt that 
the reviews seem a little faceless 
and occasionally ambiguous with 
no specific rating on each 
comment. Well, since our new full¬ 
time reviewing team is now in 
operation there should be fewer 
problems in co-ordinating and 
comparing their feelings towards 
different games (and in truth, their 
individual ratings are pretty close 
most of the time anyway), so the 
individual percentages are back 
on! 

Once more, you will be able to 
follow the trends of one reviewer if 
you desire, but there should be 
less variation in the individual 
marks which often gave the feeling 
of, ‘Which one do I believe’. The 
increased size of the comments 
should also allow you to make up 
your own mind whenever 
differences of opinion do occur. 

Phew! That’s got that out of the 
way. If you have any feelings as 
regards this matter, drop Lloyd a 
note - I’m sure he’ll pass them on 
to me. 

Apologies to wargamers 
everywhere for the lack of 
Philippa’s FRONTLINE column. A 
dearth in the flow of wargames has 
meant that she has simply had no 
new games to review; hopefully 
this should be remedied by next 
month. 

I hope you caught your free 


arcade booklet as it slithered out 
of the mag! My thanks go to Julian 
Rignall who helped compile it and 
proffered most of the hints and 
tips. We certainly enjoyed putting 
it together -1 hope you enjoy 
reading it. 

Well, that’s all for this month - 
next month, as if you didn’t already 
know, features another cover 
mount cassette. This double A- 
side playable demo tape gives you 
a sneak preview of two of the 
biggest up-and-coming games. At 
only 25p extra, you’d be crazy to 
miss it! 

Until the next full moon .. . 



STEVE JARRATT 


REVIEWS 


Goodies for JUNE 


18 BIONIC COMMANDO 

What do you get if you cross Lee Majors with Arnold 
Schwarzenegger? 

10 EARTHUGHT 

Moonlight mayhem as Pete Cooke does it again! 

90 VENOM STRIKES BACK 

Those cartoon characters save their best performance for last 


HOT SHOTS 
70% and over . 


84 BEYOND THE ICE PALACE 

Journey to a land of mystical 
monsters ... and very cold nights! 
89 BUGGY BOY 

The long-awaited coin-op conversion 
arrives 

89 CERIUS 

The men from Atlantis come up with a 
credible, budget Exoton clone 
96 PSYCHO PIG UXB 

... saves US Gold’s bacon (groan) 


FULL INDEX 


Lazer Tag GO! 


Gold 

Street Fighter GO! 

Venom Strikes Back Gremlin 

Graphics 

Virus S.A.E.C. 


47 

Acheton Topologika 

13 

84 

Beyond The Ice Palace Elite 

48 

18 

Bionic Commando GO! 

49 

89 

Buggy Boy Elite 

12 

95 

Cerius Atlantis 

95 

17 

Crosswize Firebird 

96 

20 

Cyberknights CRL 

86 

10 

Earthlight Firebird 

20 

49 

Enter At Your Own 



Risk: Teen ware 

12 

21 

Freedom Fighter The Power 
House 

90 

86 

Frontline Zeppelin Games 

49 
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The collected works of Ultimate 
Play the Game, one of the most 
consistently successful software 
houses ever, are set to be released 
in one massive package. The Ulti¬ 
mate compilation, which has been 
endorsed by CRASH, will include 
Jetpac, Pssst, AticAtac (92%, Issue 
1), Lunar Jetman (95%, Issue 1), 
Cookie, Tranz-Am, Knight Lore 
(94%, Issue 12), Alien 8 ( 95%, Issue 
15), Nightshade (91%, Issue 21), 
Gunfright (92%, Issue 25) and Sabre 
WWfunrateable CRASH Smash, 
Issue 6). This Rare gaming opportu¬ 
nity will be available in the shops 
sometime early in August at£12.99 
on cassette and £14.99 on disk. 
Don’t miss it! 


Chris and Tim Stamper, the mystery men behind Ultimate’s success 


ULTIMATE PLAY THE GAME AGAIN 
AND AGAIN AND AGAIN 


THE GOOD 
COMPANION 


A new company, which claims to pro¬ 
duce many original utility programs for 
the Spectrum, has been set up in Cum¬ 
bria. Known as Companion, it also 
sells hardware, including blank casset¬ 
tes in bulk, Spectrum components 
including ROMs, ULAs and all kinds of 
keyboard membranes. For further infor¬ 


mation see the advertisement due to 
be placed in the July issue of CRASH. 
The first five people to spend over £30 
within a month of the publication of the 
advert, will receive an electronic push 
button telephone free. Companion can 
be contacted at 193 Brampton Road, 
Carlisle, Cumbria, CA3 9AX 


SIR CLIVE GOES TO 
OREGON 


US marketing and distribution of Sir 
Clive Sinclair's portable Z88 computer 
has been placed firmly in the hands of 
an American company. Diversified 
Foods, which is based in Portland, Ore¬ 
gon, has set up a subsidiary company 
called Sinclair Systems Inc, designed 
to sell the computer nationwide. Sir 
Clive’s firm has only a 25% stake in the 


new company, The deal was set in 
motion by Atari’s founder, Nolan 
Bushnell, who had hoped to take on the 
Z88’s US distribution himself. The Z88 
will retail for $549 and is being mar¬ 
keted with the emphasis on the original¬ 
ity of the product rather than in terms 
of competition with other laptops. 


HOOK. 
LINE 4 
AND @ 
SINKER 


MacMillan Publishing have 
decided to close down their 18- 
month-old games label Piranha. 
Current turnover was not consid¬ 
ered sufficient to justify further 
investment. Launched at the 1986 
PCW show, Piranha was responsi¬ 
ble for such releases as Trap Door 


(88%, Issue 33), Strike Force Cobra 
(83%, Issue 33) and Yogi Bear (62%, 
Issue 47). These programs and 
others have already been bought 
up by the budget label Alternative. 
At least the better games won’t go 
down with the name. 
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NEW PRODl 
OLD SOFTIE 

The programming language and utility 
specialists HiSoft have modified four 
of their Spectrum titles to run on the 
4-3. HiSoft BASIC turns most of 
Spectrum BASIC, with one or two 
exceptions, into fast machine-code. 
HiSoft C is an integer-only one-pass 
compiler, with interactive line editor; 
Devpac (the assembler/debugger) now 

ICTS FROM 

S 

assembles disk-to-disk and HiSoft 

Pascal, a one pass compiler, supports 
all the features of Standard Pascal as 
well as extensions to allow low level 
access to the machine. They retail at 
£28.95, £29.00, £19.95 and £35.00 
respectively and are available in shops 
or by mail from: HiSoft, The Old School, 
Greenfield, Bedford, MK455DE. 

POWER TO 

l 111 p% i ■■ : 

TtUrLt 

The Power House have launched a 
competition designed to find the games 
player of the year. The company are 
inviting the public to send in details of 
their highest scores on The Power 
House games. Entrants should send 
their name and address as well as 

photographic evidence of their score 
to Andy Blazdell, The Power House, 

204 Worple Road, Wimbledon, London 
SW20 8PN by October 10. Each game 
champion will receive 20 free games 
while 30 games plus a Sony personal 
stereo await the overall winner. 

iiiliilii 

Blue Ribbon’s latest re-release is a 
sports special. The first of a series of 
Take 3 compilations features Steve 

Davis Snooker (77%, Issue 12), a Rugby 

Union simulation and CDS Software’s 
Pool (77% Issue 6). The diskcosts£9.99 
and should be available soon. 

CASCADING BACK 

Gamebusters, the new budget label should be available in the shops now, 
from Cascade Games kicks off with retails at £2.99 on cassette and £4.99 
the re-release of their flight simulator on disk. 

Ace (81%, Issue 32). The game, which 





































Even the safest mission can turn into 
a space nightmare... 

As space fleet squad member Slaatn your mission seems like an almost boring 
routine until the moment warning lights glow on your instrument panel. In milli¬ 
seconds your ship is dragged away from the squadron by an alien magnetic force to 
land on a small moon, badly damaging your outer shield. 

You are alone, your ship useless—your only hope is to eliminate the moon's 
transmitters and neutralise the force field. May sound simple but enemy droids and 
nasties patrol the moon's surface, their task—to keep the transmitters sending. 

Get moonstruck with this amazing game from Peter Cooke bringing you fast, 
lunatic action and graphics that are simply out of this world! 

For mail order please send your order and remittance (cheques payable to British Telecom pic 01 
direct debit from Access/Visa card by stating card number and expiry date) to:- 
The Marketing Department. Telecomsoft. First Floor, 64-76 New Oxford Street 
London WC1A IPS. 


Spectrum Cassette £7.95 

Telecomsoft. First Floor. 64-76 New Oxford St. London WC1A IPS. 

Firebird and Firebird Logo are trademarks of British Telecommunications PLC. 


Spectrum screen shots. 


A LEGEND IN GAMES SOFTWARE 
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Tackling 


but six to go 




Producer: Firebird 
Retail price: £7.95 
Author: Pete Cooke 
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(W l aatn - an ordinary alien from 
£/ the planet Acturian, is on a 
routine intergalactic gar¬ 
bage collecting mission. Suddenly 
he’s drawn off course by a strong 
sideways force emanating from 


“ The comfortless surface 
of the moon bathed in a 
weird and eerie light is 
excellently portrayed in 
Pete Cooke’s latest game. 
Parallax scrolling and 
realistically changing 
shadows create a polished 
and professional 3-D 
effect. The perspective is 
still not fine enough to 
make pinpointing of a 
craft’s exact position possi¬ 
ble, but on most levels the 
planet’s grid-like surface 
avoids any problems of 
alignment. You simply line 
up your own craft with the 
enemy’s to make sure of a 
direct hit. The presentation 
is faultless and the sound is 
atmospheric; a few care¬ 
fully composed spot 
effects can be just as effec¬ 
tive as a more complicated 
soundtrack. The controls of 
Slaatn’s craft are smooth 
and generally quick to 
respond. Adventurous 
aliens should find plenty to 
keep them occupied. 
Negotiating a fleet of alien 
podships, while trying to 
collect a box and avoid a 
dangerous, deadly obsta¬ 
cle as you watch your fuel 
counter flashing low, 
requires more than the 
average measure of inter¬ 
galactic spirit. Whether 
you’re confident or just 
curious, it’s one of those 
games you just shouldn’t 
miss. ” 

KATI 90% 


Earth and is forced to make an 
unscheduled landing on the moon. 
Alone and friendless, Slaatn has 
only one chance of escape: he 
must neutralise the moon’s box¬ 
like transmitters and eliminate the 
offending force field. 

The mission takes place over 
four levels, each of which is 
divided into eight zones to be tack¬ 
led in any order. The moon’s 3-D, 
horizontally scrolling checker¬ 
board surface consists of a series 
of regular squares pitted with crat¬ 
ers, and marked by upright obsta¬ 
cles. The planet earth, rotating in 
distant space, is clearly visible, 
and bathes the moon in its eerie 
glow. 

Slaatn has managed to steal a 
saucer-like alien craft which 
begins each round perched on a 
hemispherical platform base. Hov¬ 
ering above or skimming along the 
moon’s surface and making use of 
occasional transporter platforms, 
Slaatn must collect a specified 
number of transmitters before 


returning to base. Alien saucers, 
spheres and podships do not hesi¬ 
tate to attack. However, Slaatn’s 
ship is equipped with shields, fuel 
and missiles. Before entering each 
zone, the player can alter the ratio 
of these supplies; opting for more 
fuel, for example, means a reduc¬ 
tion in the number of missiles car¬ 
ried. 

Collision with aliens or obsta¬ 
cles damages shields, and staying 
too long on the planet’s surface 
inevitably results in a loss of fuel. 
Should shields fail completely or 
fuel run, out one of three lives is 
lost. A status panel at the top of the 
screen shows shield and fuel 
panels-which flash when danger¬ 
ously low - current zone, score, 
lives left, present level and missiles 
remaining. 

Returning to base before all the 
transmitters have been collected 
gives an instant breakdown of 
Slaatn’s performance so far, 
including the number of transmit- 


“ Earthlight is yet another 
one of Pete Cooke’s mas¬ 
terpieces to put of your 
shelf, along with Tau Ceti 
and Academy. The game is 
excellently presented right 
from the start, and the 
graphics and sound (espe¬ 
cially on the 128K) make it 
instantly addictive. Behind 
the game is a wickedly sim¬ 
ple idea, but the way Pete 
has interpreted it makes it 
worthy of a Smash. The 
main scrolling area is seen 
3-D, and each level holds 
it’s own colours. But if you 
don’t like the one’s Pete has 
chosen then a quick trip to 
the CONFIGURE GAME 
option allows you to 
change them and other 
aspects of the game. The 
controls are confusing for 
a while because you have 
to increase and decrease 
the height of the ship as 
well as go forward, back¬ 
wards, left and right. But 
after a couple of goes it all 
becomes easier and you 
can start and collect the 
cubes. Earthlight is much 
more than eight sectors of 
addictiveness - buy it 
today. ” 

NICK 91% 


ters still to collect and the number 
and type of aliens still alive. 

Once Slaatn has cleared all the 
zones and returned to base he is 
whisked onto the next level. The 
more transmitters he collects the 
more realistic the possibility of his 
escape from this dark and danger¬ 
ous moon becomes. 


“ When I heard that Pete 
Cooke was doing a shoot 
’em up I feared the worst. 
Was Pete Cooke finally sel¬ 
ling out and copying other 
people’s ideas? Certainly 
not! I couldn’t have been 
more wrong. Earthlight (like 
Knight Lore and Manic 
Miner) can easily make 
claims of ‘breaking new 
barriers’ and having ‘in¬ 
novative gameplay’ - the 
whole perspective of the 
game is so original. The 
basic concept of the game 
follows Uridium very closely 
- albeit from a different 
angle - and contains the 
same addictive gameplay 
and detailed graphics of 
Hewson’s space shoot ’em 
up. Pete Cooke has always 
been known for the true 
perspective of his games 
(Ski Star 2000 and Micronaut 
One are prime examples) 
but Earthlight is not only 
accurate it is also fast. Any 
old fool can fly around each 
zone at horrendous speeds 
firing aimlessly, but the real 
skill is knowing when to 
add that extra burst of 
speed and when to dodge 
the enemy or shoot it - 
EVERYTHING is limited and 
must be preserved! Mind¬ 
less fools need not bother 
with Earthlight - it requires 
skill and restraint. It’ll take 
much time and energy but 
is well worth persevering 
with. ” 

PAUL 90% 


COMMENTS i 


Joysticks: Cursor, 
Kempston, Sinclair 
Graphics: impressive 3-D 
effect with realistic 
shadows 

Sound: superb 128K title 
tune. Good spot effects on 
both versions 
Options: definable keys, 
colour/mono, sound on/ 
off, selectable panel colour, 
three quarters view off/on, 
border FX off/on, separate 
128K version 
General rating: could 
(hopefully) set a whole new 
trend in shoot ’em ups 

Presentation 95% 

Graphics 87% 

Playability 92% 

Addictive qualities 91 % 

OVERALL 90% 
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I STREET FIGHTER / 

Producer: GO! 

Retail price: £8.99 cassette, £12.99 disk 
Authors: Tiertex from a Capcom coin-op 


S treet fighting has taken on 
international status. Across 
the world candidates are 
lining up to take on Ryu, a skilled 

I PAUL l 

" There’s no doubting the 
quality of Street Fighter’s 
large and detailed graphics, 
but when it comes to 
playability and addictiveness 
the game is sadly lacking in 
both aspects. The main fault 
for this lies with the poor 
animation on the characters 
and the dumb computer 
opponent. There are very few 
frames of animation and the 
computer opponent is easily 
beaten by constantly 
ducking and kicking - a very 
old method. There are a few 
variations in opponents but 
the basic gameplay 
characteristics need not be 
changed on each level for 
guaranteed success - thus 
quickly inducing a state of 
boredom at the 
repetitiveness of the game. 
At a pound under a tenner it 
doesn’t represent very good 
value for money. ” 

69% 


oriental fighter, in various forms of 
unorthodox urban combat. 

The contest is set against 
horizontally scrolling backdrops 
from five different countries which 
are loaded individually. 

Ryu has a catalogue of different 
moves at his disposal. Leaping, 
zero without losing too much of his 
own. The best of three timed bouts 
wins a match. 

At the end of each level the 
player tests his strength in a bonus 
game. Ryu is seated before a pile 
of bricks where an energy bar at 
the top of the screen flashes 
rapidly between maximum and 
minimum strength. A press of the 
fire button halts the energy bar to 
determine the number of bricks 
Ryu can break. 




_ Hum / 

“ What there is of Street 
Fighter is enjoyable and well 
presented. The monochrome 
backdrops are finely drawn 
and detailed enough to create 
a distinctive international 
atmosphere. All the different 
challengers have their own 
distinguishing and humourous 
characteristics. Gameplay is 
smooth (except for some 
awkward scrolling) and initially 
very addictive - it’s just that 
there isn’t anywhere near 
enough of it. My third go got 
me to the fifth level; the game 
as a whole isn’t likely to take 
anyone more than two or three 
hours to complete. Once 
you’ve sussed that it’s best to 
crouch down and keep 
punching, none of the ten 
opponents present more than 
a passing challenge. The two- 
player option adds just one 
extra and fairly redundant 
match. All the ingredients of an 
excellent game are there - 
somehow GO! have managed 
to burn the cake. ” 

62% 


jumping, punching, crouching and 
side-kicking, he attempts to 
reduce his opponent’s strength to 

S nick l 

“ Yet another great Capcom 
arcade game comes to the 
Spectrum, and Street Fighter 
has survived it s conversion 
quite well. The backgrounds 
are all excellently drawn and 
the various characters move 
around on-screen with ail the 
elegance and might of real 
street fighters. The moves 
that you can use on your 
opponent are the same as in 
older games such as Way Of 
The Exploding Fist and the 
more recent IK+ but this 
doesn’t mean that Street 
Fighter holds nothing new. 
The wide variety of enemies 
that challenge you are 
enough to keep any hard guy 
happy for an hour or two. If 
you’re looking for a quick trip 
around the world beating 
people up, then look no 
further - Street Fighter is 
here. ” 

82% 


/ 


LAZER TAG 


Producer: GO! 

Retail price: £8.99 cassette, £12.99 disk 

Authors: Probe 


F resh from its success as a 
light game, Lazer Tag makes 
its appearance in 
computerised form. 


One or two alternating players 
take the part of a cadet undergoing 
rigorous instruction at the Lazer 
Tag training school. Training is 


I PAUL l 

“ Perhaps GO! should have 
renamed this Rubber Bullet - 
it seems to be closer to firing 
rubber projectiles than the 
sophisticated lazer system 
on which it’s based. Lazer 
Tag is no more than a 
monochromatic lkari Warriors 
- albeit an above average 
one. The main section of the 
game is fun to play and mildly 
addictive, but the real skill is 
exercised on the target 
section, in which accuracy 
takes over from mayhem. 
Here lies a competitive and 
compelling test of skill and 
judgement. Lazer Tag is 
immediately addictive and 
enjoyable to play for a couple 
of hours (which cannot be 
said of most games 
nowadays) but whether it’ll 
hold an attraction for more 
than a few weeks is another 
matter. ” 

70% 


divided into two disciplines: Shoot 
Out and Target. Both take place 
against the background of a 
vertically scrolling, futuristic 
practice arena. 

In Shoot Out , ‘tagger’ 
opponents advance from all sides 
firing lazers. The player attempts 
to make his way through the 


I KAT! I 

“ When they were first 
introduced, light games like 
Lazer Tag came across as a 
comparatively original 
concept. In the form of a 
computer game none of 
these innovations really have 
much impact and Lazer Tag 
turns out to be a fairly 
standard shoot ’em up. The 
graphics are finely detailed 
but create no real sense of 
tension. The original Lazer 
Tag simulates the sound of a 
beating heart - had this been 
included it might have 
contributed to a more 
motivating atmosphere of 
suspense. Target practice is 
the only slightly unusual 
feature and even this only 
generates a small amount of 
curiosity. Otherwise Lazer 
Tag is carefully programmed, 
scrolls smoothly and plays 
quite well. You could do 
worse than this 
unexceptional, but 

competent tag ’em up. ” 

60% 


complex within a given time limit, 
shooting as many of his 
opponents as possible. 

The arena features spinning 
terminals which deflect the lazer 
and double or quadruple the beam 


I NICK l _ 

“ Lazer Tag is an extremely plain game that holds nothing new 4 
a few little nasties that look likei garden gnomes shooting at you 
isn’t my idea of fun. The whole play area is monochromatic which 
merely changes to red when you’ve been tagged. The majority of 
the graphics are simply made up of different types of shading and 
the tiny enemies and vehicles that run around on it only serve to 
make it look worse. The only way you can tell where you are on 
the screen is by looking for the lazer tagger with the flashing 
helmet, otherwise you look like the opponents! Coming from 
Probe, who also did Trantor The Last Storm Trooper, this is a great 
disappointment. I’d stick to the real thing if I was you! ” 

44 % 












































































































































GUTZ 


Producer: Ocean/Special FX 

Retail price: £7.95 

Authors: Jim Bagley and Chas Davies 


Y ou’ve been swallowed up by 
a ten million tonne space 
being with an equally large 
appetite. This mega-monstrosity 
also has its greedy eye on Earth, 
so you have no choice but to try 
and escape by shutting down the 
body’s major organs - otherwise 
your home planet is about to end 
life as an undignified midday 
snack. 


around different sectors of each 
level. 

Antibodies attack from all sides 
shooting pellets. Contact depletes 
energy, and once it reaches zero 
one of four lives is lost. A variety of 
weapons are collected by moving 
over weapon holds hidden in the 
tissue walls. 

Other bonus icons include spare 
helmets, for extra protection and 


Presentation 
Graphics 
Playability 
Addictive qualities 

OVERALL 


Presentation 57% 

Graphics 58% 

Playability 60% 

Addictive qualities 50% 

OVERALL 59% 


Snick L 


What a name! What a 
Gutz spoils Special 
eputation, well in my 
mind at least. The graphics 
are all simply drawn and with 
monochromatic colour over 
the top of that, it's just a 
recipe for disaster. There are 
some options to make the 
game a bit more bearable 
like the option to select 
either sound effects or a 
great rapping tune, but other 
than that Gutz it a very basic 
game. There is no real 
objective behind it, just 
shoot all the little spiders, 
drainpipes and pot plants 
that flicker and jump around 
the screen. I wouldn’t bother 
with Gutz if I was you, just 
because it has Special FX on 
the cover, it doesn’t mean 
that it’s a special game! ” 




I KATlI /_ 

“ Hurtling around the arterial 
passages of an intergalactic 
mega-being sounds pretty 
disgusting. However, if blood 
and gore is what you’re after, 
Gutz is unlikely to match up 
to your wildest, most 
repulsive dreams. The 
network of complex tissue 
ducts turns out to be a very 
ordinary maze with borders 
that look as much like a 
privet hedge as a wall of 
cells. The insectoid 
antibodies pose an equally 
pathetic-looking threat. 
Having said that, Gutz has 
competent, if unexceptional 
graphics. The presentation is 
slick and the scrolling is 
smooth. It’s just that the 
quest isn’t particularly 
captivating. You spend ages 
wandering around in an 
aimless sort of fashion 
waiting for the fun to start. 
Gutz isn’t a disaster - it’s just 
not as nauseating or exciting 
as it claims to be. ” 

69% 


Comments 

Joysticks: Cursor, Kempston, 
Sinclair 

Graphics: detailed characters 
and backgrounds, with little 
colour and limited animation 
Sound: above average title 
tune 

Options: tune or spot effects 
during game 

General rating: a just above 
average attempt at a new type 
of arcade adventure 


The player is permitted to lose 
up to three matches before he is 
knocked out of the contest and the 
game ends. If the two-player 
option has been selected, the 
winner of an initial match between 
Ryu and Ken goes forward to play 
all the other champions. 

I COMMENTS /_ 

Joysticks: Kempston, Sinclair 
Graphics: large characters 
with poor animation. Attractive 
backgrounds 

Sound: mini-tunes on each 
level, with mediocre crunch 
effects 

Options: multiload on/off, one 
or two players, selectable 
background colour 
General rating: well 
converted, but too easy to be 
of any lasting interest 


Presentation 

80% 

Graphics 

73% 

Playability 

65% 

Addictive qualities 

60% 

OVERALL 

69% 


when hit, and certain walls 
ricochet shots around the arena. 

Target is designed to test 
shooting accuracy. The player is 
automatically transported through 
the arena and attempts to shoot 
as many taggers as possible. He 
controls the direction in which he 
fires but not the route taken 
through each room. 

At the end of each practice 
session the player is given a rating: 
his skill determines the degree of 
promotion obtained. 


ICOMMENTS 7 

Joysticks: Cursor, Kempston, 
Sinclair 

Graphics: poor on the first 
stage, but improve as you 
progress 

Sound: average title tune and 
spot effects 

Options: definable keys 
General rating: nothing more 
than a simple shoot ’em up 


The treacherous quest takes 
place over four levels, inside a vast 
four-way scrolling complex of 
interconnecting tubes. Each of the 
four major organs (kidneys, lungs, 
heart and brain) must be 
destroyed in turn. As they are each 
encased in a tough membrane, an 
appropriately powerful weapon 
needs to be assembled first, and 
its three parts are found scattered 
crystals for increased fire-power. 
Keys enable you to open the Super 
Weapon door hidden inside each 
of the major organ rooms. 

A map of the current quadrant 
can be called up via the keyboard. 
A status display indicates score, 
gives a large-scale grid map of the 
playfield, shows energy and lives 
remaining. 


IpauTL 


“ Gutz is all very well if you’re 
one of those rambler types 
that enjoys walking 
thousands of miles through 
picturesque terrain, but 
when it comes to an 
addictive and compelling 
computer game, Special 
FX’s latest sadly misses the 
mark. There’s no addictive 
goal to aim for and no tough 
characters to overcome - 
just constant trogging 
around getting very, very 
bored. Hardly the frantic 
action of Firefly, more like a 
walk in the country. ” 
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Offer excludes monitor. 


Only the Atari Summer Pack gives you the world’s best home computer plus the world’s best games. 
Twenty-two software titles that most people would give their right arms for, are yours absolutely free. 














WINTER OLYMPIAD ’88 


MOUSETRAP 


SLAPFIGHT 


DEFENDER OF THE CROWN 


INTERNATIONAL KARATE P&VS 


TRAILBLA2ER 


ENDURO RACER 


ARKANOID 


WARLOCK 


MARBLE MADNESS 


RAMPAGE 


PLUTOS 


SUPERSPRINT 




RANARAMA 


STRIKE FORCE HARRIER £2*9? I 


TETRIS 


ROADWARS 


CHOPPER X 


There’s no catch. You really do get a 520 STFM and £414 worth of great 
games for just £399.99! But only until September 1st. What are you waiting for? 


A ATARI 

SUMMER PACK 













GRANDSLAM 

PRESENTS 






Bowl or Bust! Fred and Barney want to go bowling but Wilma has 

other ideas.and guess who's left holding the baby? 

Join The Flintstones in this officially licensed arcade adventure 
based on the famous Hanna Barbera cartoon characters. 



AVAILABLE ON: 

Spectrum £8.95. 

Amstrad 464 cassette £8.95, disk £12.95. 
C64/128 cassette £9.95, disk £14.95. 
Atari ST and Amiga £19.95. 


GRANDSLAM ENTERTAINMENTS LTD., % 

VICTORY HOUSE, LEICESTER PLACE, LONDON WC2H 7NB. Telephone: 01-439 0666 GRANDSLAM 
















































Producer: Firebird 
Retail price: £7.95 

Authors: Steve Wetherill and Colin Grunes 


S idewize had you halting the 
invasion of nasty Darland 
Mutants in a shimmering 
shower of laser fire. Since then the 
galaxy has been pretty quiet - not 
a mutant uprising or intergalactic 
scuffle in sight. You’re getting on 
with whatever mercenaries do in 
their spare time when suddenly the 
interstellar communilink bursts 
into life: the planet Luna is under 
attack from unidentified alien 
forces. You immediately rush to 
the shuttle dock, board your craft 
and enter the fray. 

One or two alternating players 
may participate in the combat 
which takes place against a 
horizontally scrolling skyline of 
buildings, factories and Prawn 
hives. Alien formations attack from 
all directions, chimneys belch 
missiles and enemy bullets fly 
through the air. Collision with 
buildings is fatal and results in the 
loss of one of three lives. 

Basic laser fire can be 
temporarily enhanced by moving 
over uniform weaponry installation 
icons which represent four 
different types of improvements 
of: bullet-fire, surround-fire, shield 
and smart bomb. Each weapon 
comes in two forms, weak and 


_/ PAUL l 

“ Crosswize is a tremendous 
improvement over its 
predecessor, Sidewize. The 
graphics are very detailed 
and, unlike Sidewize, contain 
some attractive and 
colourful scenery. But, one 
major fault is that you can’t 
turn and fire at the same 
time. Although this may 
sound petty, in certain 
situations it makes the game 
very annoying and almost 
unplayable. It’s a pity to see 
the programmers making the 
game so hard - I fear that 
most people won’t even get 
the chance to load the extra 
levels supplied on the tape, 
thus missing out on some 
great graphics and 
challenges. This isn’t a game 
you can sail through: it 
requires great thought and a 
good memory. However, 
hardened arcade addicts will 
find all that they’ve been 
looking for. Worth the asking 
price. ” 

70% 


_/ NICK l __ 

“ Play Crosswize and become cross-eyed! There’s just so much 
going on that you can’t keep track of everything! All you can do 
is cross your fingers and blast away. It’s very similar to its 
predecessor Sidewize, but the scrolling scenery is much more 
interesting containing little green houses with chimney pots that 
fire bombs at you! The method of collecting more fire power is 
the same, but the chance of collecting the wrong icon adds spice 
to the process. As with Sidewize, Crosswize is basically just a 
difficult shoot ’em up with little else to it. I found the couple of 
lives you are given hardly enough to get anywhere, and this 
proves frustrating when you die and have to start afresh. 
However, there’s plenty of playability packed into Crosswize and 
if you like mindless massacres then this is for you. ” 

70% 



► You play Santa Claus delivering presents to the children ... 
(Whoops) Oh, no you don't! 



/ KATI l __ 

“ Graphically Crosswize is a definite improvement over its 
predecessor, Sidewize (50%, Issue 44). Aliens, buildings, bullets 
and hero are clearly defined against a detailed and fairly colourful 
background. The control method however, takes some getting 
used to. Years of space peace have obviously taken their toll; 
your man is far less agile than he needs to be and frantic wiggling 
of the joystick meets with a slow, lethargic response. Turning is 
especially difficult; you can’t change direction and fire at the 
same time. The size of the playing area doesn’t help: hero and 
aliens are crowded on to a skyline already cramped by hazardous 
aerials and chimney pots. All too soon your space career comes 
to an untimely end in an undignified spray of pixels and some 
unimpressive sound effects. With a little perseverance your 
sprite becomes more manageable and against all odds play can 
get quite addictive. If you’re looking for a tougher-than-average 
shoot ’em up this might just be the one. ” 

68 % 


► Like a phoenix rising from the ashes 


strong, and since all icons display 
the same symbol you can never be 
sure of picking an improvement. A 
colour-coded status display at the 
base of the screen lights up to 
show the type of weapon currently 
in use as well as its diminishing 
strength. 

As the battle rages on, your 
character’s energy decreases and 
he begins to slow down. Picking 
up energy pods restores strength, 
and a colour-coded energy meter 
indicates current status of health. 

Play is divided into three 
multiloaded levels, each of which 
culminates in a confrontation with 
the huge tentacles of a mother 
alien. Dodge her moving arms, 
blast them to pieces and the 
Crosswize mission is one step 
nearer success. 



► Sidewize was never this much fun! 


_/ COMMENTS l _ 

Joysticks: Cursor, Kempston, 
Sinclair 

Graphics: attractive use of 
colour with detailed scenery, 
but the main character is far too 
large 

Sound: unimpressive effects 
Options: definable keys, one 
or two players 

General rating: a successful 
sequel flawed by a small play 
area and annoying control 


Presentation 67% 

Graphics 68% 

Playability 65% 

Addictive qualities 74% 

OVERALL 69% 


CRASH June 1988 17 
























































































BbONb 


Producer: GO! 

Retail price: £8.99 cassette, 
£12.99 disk 

Authors: Software Creations 

from a Capcom coin-op 
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C O-M-M-A N-D-O 



' resh from the arcades, our 
/ / bionic commando is all set 
■E to make history on the 
Spectrum. Complete with his 
superhuman grappling arm, he 
must negotiate dangerous enemy 
territory in order to infiltrate the 
opposition’s base and deactivate 


“ At last, Bionic Commando 

on the Spectrum! Yes that’s 
right ladies and gents, 
those kind people at GO! 
have converted one of the 
best arcade games around 
onto your computer - and 
it’s not that bad either! The 
graphics are excellently 
drawn, especially on higher 
levels where you have to 
dive under massive fists 
and dodge giant feet. 
Amazingly the characters 
don’t merge with the back¬ 
ground to produce a blind 
blur: you can actually see 
them! Each stage has 
something more to offer in 
the shape of extra things to 
do and tougher enemies to 
beat, and each one is as 
addictive as the last. The 
128K music is just fantastic 
with different tunes crop¬ 
ping up all the time. This 
sets the mood for the game 
well, and for a change you 
don’t have to load more 
stages as you progress. On 
the 48K however, there are 
just sound effects and the 
usual frustrating multiload 
system that most games 
seem to have these days. 
Bionic Commando is a 
thoroughly enjoyable 

game, miss it and you’re 
mad! ” 

NICK 92% 


its missiles. 

The mission takes place over 
five levels of four-way scrolling ter¬ 
rain. Each stage is timed and must 
be completed within 200 units.The 
environment, which ranges from 
the jungle, via a fort, a complex of 
pipes and control tower, to the mis¬ 
sile centre itself, consists of a net¬ 
work of platforms patrolled by a 
host of vigilant enemy soldiers. 
The player parachutes into the 
forest and attempts to make his 
way up, along and across these 
platforms using his bionic arm - a 
telescopic extension with a grappl¬ 
ing hook at the end. This clips on 
to nearby branches and enables 
the intrepid commando to swing 
gracefully from tree to tree. 

Enemy soldiers can be struck 
with the all-purpose bionic arm or 
shot using a gun. Extra equipment 
(firepower or faster arm move¬ 
ment) is airlifted in and can be col¬ 
lected by shooting or grappling 
down the parachute from which it 
is suspended. Should he get shot 
before he has a chance to retaliate, 
or fall into a bottomless pit, the 


“ Bionic Commando is 

essentially a combination 
of platform game and shoot 
’em up with a little explora¬ 
tion thrown in for good 
measure. What turns this 
mish-mash of ingredients 
into a glowing success is 
the concept of the bionic 
arm. Hurling your hook 
through the air and swing¬ 
ing with athletic poise from 
branch to branch is 
exhilarating, unusual and, 
above all, fun. Giant robots, 
killer bees, parachutes, 
choppers and fatal weeds 
ensure plenty of variety as 
you rush madly towards 
deactivation of the secret 
missile base. Each of the 
five timed levels is 
extremely challenging and 
designed to keep you going 
back for more. My only 
quibble regards the jerky 
scrolling; you can’t always 
see ahead quite as far as 
you need to but in some 
ways this manages to con¬ 
tribute to the tension. 
Graphically, Bionic Com¬ 
mando is hardly spectacu¬ 
lar but what it lacks in col¬ 
our, it more than makes up 
for with its psychedelic 
128K tune - it’s different for 
every level and the best 
music I’ve ever heard on 
the Spectrum. Even with¬ 
out this extra bonus you 
have a highly addictive and 
playable game; try it and 
you’ll buy it. ” 

KATI 91% 


commando loses one of his four 
bionic lives. 

Each level has its own particular 
hazards: killer bees and deadly 
plants in the jungle, missile-belch¬ 
ing cannons in the fort, nasty green 
gremlins chewing away at the 
pipework and bomb-dropping 
helicopters in the control tower. A 
series of huge foot-stamping 

“ When I heard that GO! 
were going to transfer the 
massive arcade might of 
the Bionic Commandos 
coin-op on to the Spectrum 
I laughed. But knock me 
over with a feather, those 
chaps at Software Crea¬ 
tions (Bubble Bobble) have 
done a grand job. So it’s no 
longer a two player game, 
who cares? Smart move on 
GO!’s part because 
EVERYONE will be wanting 
to get their hand on their 
new game. The best part of 
Bionic Commando has got 
to be the mechanical arm. 
Not only does it help you to 
reach out and avoid most 
confrontations, it also con¬ 
tains deadly fire power. 
Some may say the scrol¬ 
ling’s a bit jerky, but that’s 
only because it’s terrifically 
fast - thus keeping the 
action coming at break¬ 
neck speed. With so much 
content you can’t afford to 
miss GO!’s greatest game 
yet! ” 

PAUL 92% 


robots bars the way into the final 
level of confrontation. 

A status strip at the base of the 
screen shows score, weapon pre¬ 
sently being used, number of lives 
left, high score, current level and 
time remaining. 



Joysticks: Cursor, Sinclair, 
Kempston 

Graphics: clever mix of col¬ 
our and detail. Lots of vari¬ 
ation 

Sound: fantastic 128K 
throughout game. Atmos¬ 
pheric sound FX on 48K 
Options: definable keys 
General rating: the first suc¬ 
cessful conversion from the 
new GO!/Capcom deal. Let’s 
hope it continues! 


Presentation 84% 

Graphics 88% 

Playability 93% 

Addictive qualities 92 % 

OVERALL 92% 
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I STARRING CHARLIE CHAPLIN 


Producer: US Gold 




I 


Retail price: £8.99 cassette, £12.99 disk 
Authors: Bubble Inc 


S cene One: After making a 
note of his starting balance, 
the prospective director 
chooses a script from the eight 
provided. Each one displays 
production costs and includes a 

I PAUL l 

“ Starring Charlie Chaplin 

would be a fantastic game if 
only it had more variety. 
There’s no doubting the 
quality of the graphics - they 
suit the Spectrum computer 
perfectly - and the sound in a 
silent film can hardly be 
inspirational. But all you have 
to do is knock people over - 
that’s it! You’d have thought 
US Gold would given Chaplin 
more violent things to do - 
like banging doors in 
people’s faces. The game 
requires no directing or 
financial skill at all - all you 
do is hit people! The more 
times you hit people, the 
more money you get. The 
game has so much potential 
it’s a pity the idea hasn’t been 
exploited to its full. ” 

60% 


H um 1 

“ The slapstick world of 
silent movies is particularly 
suited to the capabilities of 
the Spectrum and US Gold 
certainly exploit the 
possibilities. All the sets are 
finely detailed and the 
presentation of each film, 
from script to final showing, 
is faultless. Chaplin survives 
the translation into machine 
code particularly well, his 
characteristic walk being 
perfectly portrayed. 

Unfortunately the substance 
of the game doesn’t match 
up to the high standard set 
by the graphics. Neither 
shooting nor editing provide 
much scope for variety. 
Chaplin’s moves are very 
limited: all he can do to show 
affection for his sweetheart 
is twirl his cane, shrug his 
shoulders or punch her in the 
face. A little more attention 
to content and Chaplin might 
have starred in a completely 
different story. ” 


[ nick l 

“ Starring Charlie Chaplin 

makes a welcome change 
from the usual ‘shoot the 
alien* or ‘rescue the 
medieval monk’-type games 
that a lot of software 
companies have been 
churning out lately. The 
cartoon style characters are 
all well animated and Charlie 
swings his stick in a very 
convincing manner. 

According to the inlay the 
idea is to do as many whacky 
stunts as possible, but all I 
could seem to do was hit 
everyone! Mind you, I did 
make £10 profit - who said 
you couldn’t make money in 
the film business! The game 
includes many neat touches, 
such as the curtain-opening 
sequence, but there just isn’t 
enough to keep you 
occupied for long. It’s a pity 
because Starring Charlie 
Chaplin had loads of 
potential. ” 

63% 


short synopsis together with a list 
of actors and props available. 

Cut to black and white set: 
Against a background of bars, city 
streets, drawing rooms and parks, 
a number of actors are busily 



acting their parts. Taking the role 
of Chaplin, the player attempts to 
turn the scene into an episode of 
slapstick comedy. How efficiently 
Chaplin twirls his cane, shrugs his 
shoulders, worships his 
sweetheart and beats up his rivals 
determines the film’s success. 

Pan to cutting room: Here the 
film can be paused or shown at 
twice normal speed. Dissatisfied 
directors can opt to re-shoot a 
scene any number of times but at 
an extra cost. 

Opening Night: Once complete, 
the movie is shown to a cinema 
audience. The response of the 
critics, indicated by the tone of a 
Variety headline, determines how 
much money the film makes. A 
profit and loss sheet displays the 
financial fate of the movie. Make a 
loss and the director’s film career 
is over; make a profit and he 
survives to make another Chaplin 
film. 



Retail price: £7.95 
Authors: RT Smith 

C RL’s latest release comes 
from the author of highly 
successful wargames such 
as Arnhem, Vulcan and Desert 
Rats. 

The player takes the part of a 
Cyberknight robot (either 
computer or custom-designed) in 
a mission to seek out and destroy 
ten computer controlled 
opponents. In two player mode, 
two Cyberknights battle against 
one another in a fight to the death. 
Although other robots are present, 
they form a significantly weaker 
challenge. 

The flick-screen battle arena 
consists of a series of futuristic 
tunnels connected by gravity- 
neutralising lift shafts which allow 
temporary freedom of vertical 
movement. In two player mode the 
screen is split to display the 
position of both Cyberknights 
simultaneously. 

Computer controlled 

opponents prowl the corridors 
waiting to fire lasers and missiles 
at hostile intruders. These can be 
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destroyed only by careful 
shooting, and each Cyberknight is 
equipped with an arsenal of 
different weapons (selected via 
the keyboard) including mines, 
grenade throwers and laserfire. 

Injury inflicted on the player is 
indicated by a number of colour- 
coded bar graphs which show 
damage to the head, body and, if 
your robot is charged by a power 
pack or batteries, current energy 
level. 

Bonus points are scored by 
collecting the money icons 
scattered around the environment 
and defeating particularly strong 
opponents. The financial reward 
following the successful 
destruction of target robots can be 
used to increase the power of the 

► No more lonely knights ... 


Cyberknight or even the number 
of robots controlled in the next 
game. 

The package comes complete 
with a complex design program 
which allows you to create, name, 
arm, load and save your own robot 
designs. 

• “ Cyberknights comes 

complete with an incredibly fat 
book of complex instructions, but 
it looks like all the effort that should 
have gone into the program has 
been wasted on producing a 
totally unhelpful set of convoluted 
rules. The game itself is no more 
than a fairly standard shoot ’em up 
pretending to the depths of a 
complex strategy game. 
Computer opponents can’t be 
blasted head-on, they have to be 
hit from certain angles. The only 


elements this adds to the game are 
boredom (at best) and extreme 
frustration (at worst); blasting at 
extremely resilient opponents has 
very little to recommend it. Feeble 
gameplay can’t be redeemed by 
the simplistic (if colourful) graphics 
or the insignificant sound effects. 
Even with a designer programme 
Cyberknights doesn’t have much 
to offer. ” 

KAT1 40% 

• “ The instructions for 
Cyberknights are a joke. Just to 
prove where the programmer’s 
real interests lie the booklet 
contains more pages explaining 
the use of the superfluous 
design program than the actual 
game itself - whereas surely a 
player would spend more time 
playing the game than using R T 
Smith’s beautiful design 
program. The game itself is very 
simple and unaddictive, 
requiring very little thought. The 
constant sliding about (or 
standing still) and blasting hell 
out of another dopey robot is 
hardly compelling. The basic 
concept could create little more 
than the programmer has 
produced. Such a tedious and 
tiresome game certainly isn’t 
worth £7.95. ” 

PAUL 35% 

• “ How can CRL charge £7.95 
for this? The game on its own isn’t 






















































































































r _y COMMENTS /_, 

Joysticks: Kempston, Sinclair 
Graphics: totally black and 
white. The detailed characters 
and backgrounds make all the 
scenes atmospheric 
Sound: a few very simple spot 
effects 

Options: choice of eight 
scripts (levels of difficulty) 
Generai rating: a game with so 
much potential that has been 
ruined by the lack of things to 
do 



worthy of a budget price tag. The 
graphics are amateurish and 
colourless, and the only detail that 
has been put into the game is on 
the Cyberknights logo - and that 
looks overdone. There's no tune 
to be found in the game - just a 
sound effect or two when you fire. 
So, it must be the design 
program on the other side of 
the tape which boosts up the 
price; but once you load it you 
realise that this is also a waste of 
time! Don’t waste your money on 
Cyberknights, you’ll just be very 
disappointed. ” 

NICK 38% 


COMMENTS 


1 


Joysticks: Cursor, Kempston, 
Sinclair 

Graphics: poorly defined and 
lacking colour 

Sound: no tune with limited sound 
effects 

Options: definable keys. Design 
programme on Side B 
General rating: a game 
concentrating more on the design 
program than the actual game 
itself 


Presentation 48 % 

Graphics 43% 

Playability 40 % 

Addictive qualities 33% 

OVERALL 38% 


FREEDOM FIGHTER 


I 


Producer: The Power 
House 
Retail price: £1.99 
Author: Jon Paul Eldridge 


A ll was peace and calm on 
the surface of your tranquil 
planet - until the evening 
sky turned scarlet with the lights of 
enemy ships. You rush to the 
spaceport and take to the skies in 
the people’s only weapon - an 
advanced laser equipped 
spacecraft known as the Freedom 
Fighter. 

Combat takes place in deep 
space against a vertically scrolling 
background of stars. Waves of 
aliens swoop down firing a hail of 
fatal bullets. Contact with either 
results in the immediate loss of 
one of three lives. As play 
progresses, the enemy releases 
concussion bombs which make 
their way slowly down the screen. 
The resulting explosion destroys 
the Freedom Fighter, regardless of 
its position on the screen. 
Collection automatically activates 
disarmament of each bomb. 

In the wake of each group of 
alien craft flies a missile-belching 
mothership. To destroy it and gain 
an extra life, persistent volleys of 
laser fire are required. The sky 
clears temporarily and the fighter 
flies on into space, one level closer 
to his ultimate goal: the 


preservation of a serene and 
peaceful world. 


CRITICISM 


1 


• “ The most impressive aspect 
of Freedom Fighter is its title 
screen. A finely drawn portrait of 
the hero promises an exciting and 
possibly sophisticated game. A 
single press of the fire button and 
all your illusions crumble. Tiny 
multi-coloured diamonds pass for 
space invaders, purple blotches 
impersonate missile fire, and 
supposedly fatal concussion 
bombs sputter and die in an 
anticlimactic fizzle of flame. 
Collision detection is less than 
accurate and your powerful laser 
dribbles tiny spurts of feeble 
ammunition. With such limited 
weapons, poor playability, and 
primitive graphics there’s 
absolutely no compulsion to play 
on. Avoid. ” 

KATI 20% 

• “ How could anyone in their 
right mind ever purchase the 
rights to publish such 
tommyrot? The Power House 
are supposed to be relaunching 
their image and so on but 
Freedom Fighter does nothing to 
improve their image in the 


► Haven't we seen this somewhere before? 


market place. How can anyone 
be expected to respect a 
company that constantly 
produces below average 
software? Freedom Fighter is 
another in the long list of games 
with poor graphics, terrible use 
of colour and no playability. The 
collision detection is absolutely 
appalling - character collision, 
not pixel. If only the programmer 
had spent as long on the game 
as he did drawing his self- 
portrait on the title screen we 
might have had a fun little 
game. ” 

PAUL 18% 


COMMENTS 


1 


Joysticks: Kempston 
Graphics: very small and basic - 
bad use of colour 
Sound: short synthesised tunes 
and effects 

General rating: a poor game 
lacking in any addictive or playable 
qualities 


Presentation 45% 

Graphics 16% 

Playability 27% 

Addictive qualities 15 % 

OVERALL 19% 


SCORE OOOOOO LEVEL Ol FIGHTERS 3 
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— A KALEIDOSCOPE OF/ 
PSYCHOLOGICAL WAREARE! 

k The life forms of three prestigious government of^JP 
} have been captured by the dreaded Dream Demon. 

* He now has the vital information to formulate his evil 
plans. Overcome the Two Headed Monster, the 

> Demi-Demons and the final confrontation with the 
Dream Demon himself and then only you, the DREAM 
WARRIOR, can save the world. 

¥ Combining strategy and depth of gameplay with 
fast action, DREAM WARRIOR is beyond your 

wildest dreams. 

Because your wildest dreams will become a 
NIGHTMARE . 
























U.S. Gold Ltd., Units 2/3 Holford Way, 

Holford, Birmingham Bti 7AX.. Tel: (021) 356 3388 
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COMMODORE 


SPECTRUM 


CASSETTE DISK 
£8.95 £12.95 


CASSETTE +3 DISK 

£7.95 £14.95 


A simply'super shoot ’em u 
game that keeps you coirwi 


..one of file beshgatfies I've-played^ 
long tirfpe Firstly virtually- overfl&ws^ 
sheer excellence, 'Si 

sl'TOfSt-’em-uppers 


Your Sinclair 




BEAT THE SYSTEM . . . Now Far the crew oF FIREFLY there is no home 

















































Unfortunately, this month’s FORUM has had to be squeezed 
somewhat to make room for the unusually large amount of features 
and specials. Still, rather than take up any more space with my 
ramblings, on with the show... 

coats. 

And as for you Lloyd, ‘ Most 16- 
bit games play like a brick’ (I’ve 
never seen a brick play, maybe I 
saw one playing darts with Nigel in 
his padded cell once). 

First, let’s look at the 16-bit 
software industry compared with 
8-bit. The 16-bit industry is in the 
same state as the 8-bit was, two to 
three years ago (and accordingly, 
look how much older the 
Spectrum is now). As the user 
base grows so will the style of the 
games, progressively improving 
all the time (things like graphics, 
sound and PLAYABILITY). So just 
wait two to three years and 
compare the industries then. I 
think I know which will be the 
better. 

I’m afraid the Spectrum has 
come to the end of its life. It’s 


to a 16-bit machine, simply 
discarding your old 8-bit, should 
not be taken lightly; frequently, the 
purchase of a new car is an 
economical necessity, but you 
wouldn’t throw a working vintage 
car away just because it was 
old ... Besides which, our sister 
mag, THE GAMES MACHINE 
(Issue 7), carries an article firmly 
suggesting the Spectrum’s days 
are hardly numbered yet 

LM 


rather like a car: after so long it gets 
worn out and becomes 
knackered, so you get rid of it and 
buy a new one. So throw away the 
8-bits and get a 16-bit. I’ll be glad 
to see the back of my Spectrum. 

I know I won’t get the last word, 
as you will attack my letter at the 
end with your biased comments 
making it sound like the sun shines 
out of the Spectrum’s speaker. 
Face it - 16-bit NOW RULES. 
Matthew Wakley, Devon 

When speaking of 16-bit games 
‘playing like a brick’, I did not mean 
to be taken so literally. If you wish 
me to use plain English then I can 
only state that of the many 16-bit 
games I have played, the best of 
the bunch is still only comparable 
in playability with the best of the 
current 8-bit games. 

I do agree with you about future 
events, although I have no 
reservations in restating my 
opinions that, at the present 
moment, the decision to upgrade 


SPECTRUM 

R.I.P.? 


Dear Lloyd 

I’m writing in defence of the 16- 
bits, first in reply to Nigel Parmer’s 
drivel which took up half a page of 
CRASH, issue 51. He obviously 
cannot see that technology has 
moved on leaving him behind; not 
only does he compare 16-bit 
computers with 8-bit ones where 
8-bits have no chance, but also 
suggests that you keep your 
Spectrum so you can play bug- 
ridden games like Match Day II 
with poor sound and graphics. 
Don’t worry Nigel, your padded 
cell will be nice and cosy for you 
when you come back in your 
jacket with those men in white 


Dear Lloyd 

Firstly, before I start whingeing, I’d 
like to commend software 
companies such as Ocean, 
Gremlin Graphics, US Gold, 
Cascade and, to a lesser extent, 
Telecomsoft, Elite, Digital 
Integration, Incentive and Hewson 
on taking the initiative in the +3 
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WORLDWIDE SOFTWARE 
1 Bridge Street 
Galashiels 
TD1 1SW 
Tel: 0896 57004 
(24 hours) 

LOW PRICES 

SPECTRUM +3 DISK SOFTWARE 

Action Force II . 10.85 

Advanced Tactical Fighter 9.45 

Arcade Alley .9.45 

Arcade Force Four . 13.50 

Arkanoid II Revenge of Doh 9.45 

Bards Tale . 11.99 

Bedlam .9.45 

Best of Elite 1 or 2 . 10.85 

Biker 3 Games .7.25 

Bionic Commandos . 10.85 

Black Lamp .9.45 

Blood Brothers .9.45 

Brian Clough’s Football .... 9.45 

Bubble Bobble .9.45 

Carrier Command . 10.85 

Colossus Chess 4 . 10.85 

Crazy Cars . 10.85 

Cyberknights .10.85 

Cybnernoid . 10.85 

Dan Dare II . 10.85 

Dark Side . 10.85 

Deluxe Scrabble . 11.95 

Eagles Nest .9.45 

Elite Collection Vol II .10.85 

Elite 6 Pak 2 or 3 . 10.85 

Firefly . 10.85 

Frightmare .10.85 

Game, Set and Match . 13.50 

Garfield .10.85 

Gauntlet II .9.45 

Guild of Thieves . 11.95 

Gunship .9.45 

Gunsmoke . 10.85 

Hercules .9.45 

Ikari Warriors .9.45 

Jinxter . 11.95 

Knight Ore . 14.95 

Utilities and Business 

Hisoft Pascal .27.95 

Masterfile .24.95 

Professional Adventure Writer 20.95 

Tas-Sign Plus 3 . 14.95 

Tas-Spell Plus 3 . 14.95 

Tascalc Plus 3 . 14.95 

Tasprint Plus 3 . 14.95 

TaswidePlus3 . 7.25 

TaswordPlus3 . 14.95 


WORLDWIDE 


S O F T WA R E 


SPECTRUM CASSETTE 

Aero Jet .7.25 

Action Force II .5.95 

Advanced Tactical Fighter 7.25 

All Stars .6.55 

Ballbreaker II .7.25 

Bards Tale .7.55 

Battlefield Germany .9.75 

Beyond the Ice Palace .6.55 

Bionic Copmmandos .6.55 

Black Lamp .5.95 

Blood Brothers .5.95 

Buggy Boy .5.95 

Carrier Command . 10.85 

Charlie Chaplain .6.55 

Colossus Chess 4 .7.25 

Corporation .7.25 

Crazy Cars .6.55 

Crosswize .5.95 

Cyberknights .5.95 

Cybernoid .5.95 


SPECTRUM CASSETTE 

Halo Jones . 6.55 

Hercules .5.95 

Ikari Warriors .5.95 

Impossible Mission II .6.55 

Karnov .7.25 

Knight Ore . 10.95 

Konami Arcade Collection 7.25 

Last Ninja .7.25 

Live Ammo .7.25 

Magnetron .5.95 

Magnificent Seven .7.25 

Match Day II .5.95 

Mega Apocolypse .6.55 

Mickey Mouse .5.95 

Mini Putt .7.25 

Nihilist .5.95 

Northstar .5.95 

Now Games 5 .7.25 


SPECTRUM CASSETTE 

Pac Land .6.55 

Pegasus Bridge .9.45 

Pink Panther .6.55 

Power Pyramids .6.55 

Predator .7.25 

Ramparts .6.55 

Rastan .5.95 

Ringwars .7.25 

Roadwars .6.55 

Rolling Thunder .6.55 

Shackled .6.55 

Soldier of Light .7.25 

Solid Gold .7.25 

Sophistry .6.55 

SorcerorLord .9.45 

Spy vs Spy Trilogy .7.25 

Star Wars .7.25 

Street Fighter .6.55 

Street Sports Basketball ... 6.55 
Target Renegade .5.95 


Operation Wolf .5.95 

Overlord .6.55 

★★★★★★★★★★★★★★★★★★★★★★★★★★★★★★★★★★★★★★★★★★★ 

★ 50p off every title SUMMERTIME SPECIAL OFFERS 50p off every title ★ 

★ Just tell us in which magazine you saw our advert ★ 

★ then deduct 50 pence from our advertised price on each title that you order ★ 

★ (not joysticks and peripherals) ★ 

★★★★★★★★★★★★★★★★★★★★★★★★★★★★★★★★★★★★★★★★★★★ 

SPECTRUM CASSETTE 

Teladon .6.55 

Tetris ...5.95 

Time and Magik .10.85 

Top Ten Collection .7.99 

Traz . 6.55 

Trivial Pursuit Genus Edition 10.85 

Troll .7.25 

Vampires Empire .6.55 

Venom strikes Back .5.95 

Victory Road .5.95 

Vindicator .5.95 

Vixen .6.55 

We are the Champions .7.25 

Where Time Stood Still .5.95 

Wizard Warz .6.55 

Yeti .6.55 

10 Great Games II ......7.99 

19 Boot Camp .5.95 

4 Smash Hits (Hewson) .7.25 

7 Minutes to Midnight .6.55 


SPECTRUM CASSETTE 


JOYSTICKS 


Dark side . 

. 6.55 

Cheetah Mach 1 Plus .... 

.. 12.95 

Deluxe Scrabble . 

11.95 

Cheetah 125 Plus . 

.... 6.95 

Desolator . 

. 5.95 

Competition Pro 5000 Clear 13.95 

Diamond . 

. 6.55 

Competition Pro 5000 Extra 14.95 

Dream Warrior . 

. 6.55 

Competition Pro 5000 ... 

.. 12.95 

Earthlight . 

. 5.95 

Cruiser . 

.... 8.99 

Elite 6 Pak 2 or 3 . 

. 7.25 

Konix Speedking . 

.. 10.99 

Enduro Racer II . 

. 6.55 

Magnum . 

.. 10.50 

Firefly . 

. 5.95 

PhasorOne . 

.. 10.99 

Flintstones . 

. 6.55 

Slik Stick ... 

.... 6.50 

Football Director . 

. 6.55 

Starfighter . 

.... 8.99 

Frightmare . 

. 7.25 

Tac 2 . 

.... 9.99 

Game, Set & Match . 

. 9.75 

Tac5 . 

.. 11.99 

Garfield . 

. 6.55 

PERIPHERALS 


Gauntlet 1 and II Pack . 

. 7.25 

Spectrum Power Packs 

.... 8.95 

Gee Bee Air Rally . 

. 5.95 

10 Artisoft CF2 Blank Disks (+3) 22.95 

Gothik . 

. 5.95 

Plus 3 Cassette Leads .. 

.... 3.99 

Gunship . 

. 7.25 

Amx Mouse Art & Graphics 54.95 

Gunsmoke . 

. 6.55 

Plus 3 Dot Matrix Printer 


Gutz . 

. 5.95 

Model 3160 . 

189.95 


WORLDWIDE SOFTWARE 
49 Stoney Street 
Nottingham 
NG11LX 
Tel: 0602 480779 
Fax: 0602 483102 

FAST DELIVERY 

SPECTRUM +3 DISK SOFTWARE 

Konami Arcade Collection 13.50 

Live Ammo . 10.85 

Magnificent Seven . 13.50 

Matchday II .10.85 

Mega Apocalypse . 10.85 

Mercenary Compendium .. 9.45 

Northstar .10.85 

Outrun . 10.85 

PHM Pegasus .11.99 

Pink Panther .9.45 

PSI Trilogy .10.85 

Ramparts .9.45 

Rastan . 10.85 

Riding the Rapids/Cybernation 5.99 

Ringwars . 10.85 

Rolling Thunder .9.45 

Shackled . 10.85 

Shootacular .5.99 

Six of the Best .5.99 

Solid Gold .10.85 

SorcerorLord .13.50 

Spy vs Spy Trilogy .10.85 

Take 3 Sports .7.25 

Target Renegade . 10.85 

The Pawn .11.95 

Time and Magik .10.85 

Top Ten Col lectio .9.99 

Traz .9.45 

Troll .9.45 

Unitrack . 10.85 

Vampires Empire .9.45 

Venom Strikes Back .9.45 

Victory Road . 10.85 

Vixen .10.85 

We are the Champions ... 13.50 
Where Time Stood Still ... 13.50 
World Class Leaderboard . 9.45 

10 Great Games II . 10.85 

4 Great Games III .5.95 

4 Smash Hits (Hewson) ... 10.85 

New Plus Three Adventures 

Acheton .9.95 

Countdown to Doom .9.95 

Giantkiller . 14.95 

Kingdom of Hamil .9.95 

Philoshopers Quest .9.95 

Return to Doom . 12.95 


Please make cheques or postal orders payable to WORLDWIDE SOFTWARE. All prices include postage & packing in UK. 
Overseas please add £1.50 per cass/disk for AIR MAIL delivery. Credit card orders accepted by phone or mail. 
Galashiels: (0896) 57004 (24 hours) Nottingham: (0602) 480779 (24 hours) 































































































































































































































games market. 

But, having had a + 3 since 
Christmas, I still haven’t bought a 
game on disk. Why? Because of 
the price of disk software! Most 
disk games for the +3 retail at 
around £14.95 whilst the tape 
equivalent costs around £8. This is 
the reason why I’m still buying tape 
games. 

I don’t wholly blame the 
software firms for the exorbitant 
disk prices - Amstrad called the 
leading leisure software 
publishers to a special 
conference, believing that disk 
software could be reduced to 
under £10, thus increasing the 
sales of the +3. Many software 
houses have made a cautious 
approach to Spectrum disk 
software as there isn’t yet a large 
enough user base. So surely 
Amstrad itself should take the first 
step in increasing +3 sales by 
reducing the price of the machine. 
Then, with a larger market, 
software companies could bring 
down software prices (perhaps to 
the magical figure of £9.95?). I 
reckon that disk software could 
come down to £12 or £13 now, 
since Mr Alexander of Virgin 
Games said of the price of 
software The additional 
manufacturing cost is £1.58. If we 
fell in line with what Amstrad is 
suggesting then we’d make 80 


pence per unit less. The price point 
is difficult until disk prices come 
down’. 

At the present moment though, 
how can a £1.58 increase warrant 
a £7 retail increase? I rest my case. 

Please could CRASH include a 
monthly +3 round-up which tells 
us of recently released disk 
games, forthcoming releases and 
the enhancements the disk has 
over the tape games. 

Philip Wynn, Bedfordshire 

I must agree that the differences in 
production and retail costs of + 3 
disks does seem to smack of 
greed on the part of software 
wholesalers. I am informed that 
the disk duplication costs are 
higher than for tape-based games, 
but even so, the additional retail 
prices do appear unjustified . 

At a recent conference, Alan 
Sugar called for all the major 
software houses to lower the retail 
prices of their disk software. 
Worried that their profit margins 
would be drastically reduced, their 
response was to ask Amstrad to 
lower the price of blank disks; 
neither side acquiesced and a 
stalemate is in force. I’m afraid that 
until one party makes a solid 
move, it would appear that the only 
people who are losing out on the 
situation are the customers. 

LM 


completely different: since good 
old Derek Brewster left (a man who 
knew his adventures), your 
adventure content has diminished 
and even Sinclair User* s 
adventure page is superior to 
yours. The April issue was no 
exception, it now looks tike the 
once-inferior helpline in ZZAPI64. 

Come on, we adventurers are 
not such a small minority that you 
can afford to ignore us. I know it 
may take a while to settle down 
after Derek’s departure which will 
be missed, so I’m going to give 
another three issues before I 
cancel CRASH. 

You will be missed. 

GM Dobbs, NrPorth 


Dear Lloyd 

I feel that as both an adventure 
author and player I must put quill 
to parchment and write a note to 
your FORUM which usually deals 
with arcade fans. 

I must point out it is not my intent 
to offend or to sound over-cynical 
but I must speak as I feel and 
indeed in your reply to the letter in 
the April CRASH you offended me 
- a humble adventure author. In 
the said reply you made 
homegrown software houses 
sound like a bad risk, when we 
care for our customers and write 
for love not money. The fact that 
you said you would have to refund 
a customer if he had a complaint 
against a reviewed game is, I feel, 
rubbish. I mean, if you look at the 
reasons you gave then that means 
you would also have to refund 
customers of Romantic Robot, 
Spectrum +3 and a host of arcade 
games. I know the above is going 
a little too far but if you maintain 
this new policy of not reviewing 
homegrown adventures (the 
majority of the market) then you 
will lose yet another reader. 

And now for something 


As stated in the reply to Simon 
McGregor’s letter in Issue 51, the 
legalities involved in reviewing 
homegrown adventures are 
correct. But never fear: since the 
arrival of &*•***, the number of 
homegrown adventure reviews is 
once again on the increase. 
Indeed this issue’s ADVENTURE 
TRAIL is back up to four pages in 
length, and further changes, both 
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TRYBRIDGE SOFTWARE DISTRIBUTION 

T, TLE 

SPECTRUM 

TITLE 

SPECTRUM 


CASS 

DISK 


CASS 

DISK 

Adv Art Studio 

16.50 


Kinetik 

1.50 


Action Force 1 or 2 

5.50 


Live Ammo 

6.50 

11.00 

Army Moves 

3.50 


Madballs 

5.50 


Arcade Force Four 

6.50 


Magnificent 7 

6.50 

13.00 

' Arkanoid 

3.50 


Match Day 2 

5.50 


Arkanoid 2 Revenge 

5.50 

11.50 

Mega Apocalypse 

6.50 

12.00 

Best of Elite Voll 

4.50 


Magnetron 

5.50 


Barbarian 

6.50 


Miami Vice 

3.50 


Blacklamp 

5.50 


Nigel Mansell GP 

6.50 


Buggy Boy 

5.50 


Nebulus 

6.00 


Bubble Bobble 

5.50 

9.00 

Nick Faldo 

2.00 


B’DashCon Kit 

5.00 


North Star 

5.50 


Batman 

2.50 


Overlord 

7.00 


Ballbraeker 

3.00 


Outrun 

6.00 


Carrier Command 

10.00 


Pacland 

6.00 


Crosswize 

5.00 


Platoon 

6.50 


Combat School 

5.50 

9.50 

Predator 

6.50 


California Games 

3.50 

10.00 

Pink Panther 

6.00 

10.00 

Cybernoid 

5.50 


PHM Pegasus 

7.50 

12.00 

Driller 

10.00 


Pawn 

9.50 

12.00 

Dark Sceptre 

5.50 


Rampage 

6.50 


Dragonslairl or 2 

3.00 


RastanSaga 

6.00 


Earthlight 

5.50 


Roadwars 

5.50 


Enlightenment 

3.50 


Rygar 

5.00 


Elite 

6.50 


Rolling Thunder 

6.00 


Eye 

5.00 


Renegade 

5.50 


Flying Shark 

5.50 


Red October 

9.50 


Flashpoint 

5.50 


Super Hang On 

6.50 


Firefly 

5.50 


Star Wars 

6.50 


Football Director 

6.00 


Sidearms 

6.00 


FI 5 Strike Eagle 

6.50 


Sophistry 

5.50 


Football Manager 

2.95 

6.50 

Soldier of Light 

5.95 


Football Manager 2 

6.50 

10.00 

Solid Gold 

6.50 

12.00 

Five Computer Hits 

3.50 


Starglider 

9.50 

12.00 

Freddy Hardest 

3.00 


Sentinel 

6.50 

9.50 

Flintstones 

6.00 


SideWize 

3.00 


Firetrap 

3.50 


Silent Service 

6.50 


Gee Bee Air Rally 

6.50 


Silicon Dreams 

9.50 


Gothik 

5.50 


720° 

6.00 


Gunsmoke 

6.00 


SuperSoccer 

3.50 


Gryzor 

5.50 

11.00 

6PakVol 1,2or3 

6.50 


Game Over 

3.50 


Spy v Spy Artie 

2.00 


Game Set & Match 

9.00 

12.00 

Troll 

6.50 


Guild of Thieves 


10.00 

Time&Magick 

10.00 


Gutz 

5.50 


Trantor 

6.00 


Gunship 

6.50 

11.00 

Target Renegade 

5.50 


Headcoach 

2.95 


Thunder Cats 

5.50 


Head Over Heels 

3.50 


Terramex 

5.50 


Impact 

6.00 


Tetris 

5.50 


International Karate 

2.95 

6.50 

Top Gun 

3.50 


International Karate + 

6.50 


Trio Pack 

3.50 


Impossible Mission 2 

6.00 


Vampires Empire 

6.00 


Ikari Warriors 

6.00 


Vixen 

6.50 


Imp Mission 2 

6.00 


Venom 

5.50 


Jewels of Darkness 

9.00 


World Class Leaderboard 

6.50 


Knightmared 

6.50 


Wonderboy 

6.50 


Karnov 

6.50 


Wizball 

3.50 


Knightorc 

9.50 


We are the Champions 

6.50 


Please send cheque/PO/Access Visa No. and expiry date to: 


TRYBRIDGE LTD, 72 NORTH STREET, ROMFORD, ESSEX RM1 IDA 

Please state make and model of computer when ordering. 



P&P inc. UK on orders over £5.00. Less than £5.00 and Europe add £1.00 per item. Elsewhere 

please add £2.00 per item for airmail. 


TEL. ORDERS: 0708 765271 


** 

SHEKHANA COMPUTER SERVICES ■ 



ORDER BY CREDIT CARD HOTLINE 01-348 2907 




***FREE POSTER WITH ORDERS OVER EIO.OO*^ 


! 

SPECTRUM 

OUR SPECTRUM 

OUR SPECTRUM 

OUR 

OUR 



PRICE 

PRICE 

PRICE 

PRICE 

Ikari Warrior 02 

7.50 Artist II48K 

13.99 Pegasus Bridge 

10.99 Space Harrier 

24.95 

Bubble Bobble D1 

7.50 Adv Art Studio 

19.99 Predator 

7.99 After Burner 

24.95 

Outrun D2 

7.50 Gnome Ranger 

7.99 Jack Nipper IID1 

4.99 Global Defence 

19.95 

Platoon D2 

7.99 Frightmare 

7.99 Driller D3 

12.99 World Grand Prix 

19.95 

Crosswize 

6.50 Gunship 02 

7.99 The Double 

9.99 Alien Syndrome 

24.95 

The Corporation 

7.99 Deluxe Scrabble D2 

9.99 Red October D2 

12.99 Choplifter 

19.95 

Earthlight 

6.50 Power Pyramids 

7.50 Desert Rats 

7.99 Rescue + Mission 

19.95 

Flying Shark D1 

6.50 Dark Sceptre 

6.50 Jewels of Darkness 

12.99 Zillion II 

24.95 

Karnov 

7.99 The Pawn 128K 

12.99 Silicon Dreams 

12.99 Alex Kid II 

24.95 

Last Ninja 

7.99 Artist II128K 

15.99 KnightOrc 

12.99 World Soccer 

19.95 

TrazDI 

7.50 Garfield 

7.99 Starglider D3 

12.99 The Ninja 

19.95 

Championship Sprint 

7.99 Live Ammo D2 

8.99 Overlord 

7.99 Alex Kidd 

19.95 

Nemesis 

2.99 Bards Tale 

8.99 Impact 

7.99 Wonder Boy 

19.95 

Cybernoid D2 

6.50 Sorcerer Lord 

10.99 Dark Side 

7.99 Zillion 

19.95 

Gee Bee Air Rally 

7.99 Black Lamp D1 

6.50 Roy of Rovers 

7.99 Enduro Racer 

19.95 

Colossus Chess +3 

12.99 Animator 1 

8.99 Firefly 

6.50 Astro + Pit Pot 

19.95 

Elite 

9.95 Vulcan 

7.99 Scalectrix 

7.99 Black Belt 

19.95 

Theatre Europe 

4.99 Alt World Games 

6.50 Sentinel D1 

7.99 Gangster Town 

19.95 

Jinxter +3 Disk 

12.99 Adv Tact’l Fighter 

7.99 10 Great Games ,D2 

8.99 Spy V Spy 

14.95 

Jail Break 

2.99 Shackled D1 

7.50 Football Manager 2 

7.99 Wonder Boy II 

24.95 

Game Set & Mat. D3 

10.99 Gauntlet IID2 

7.50 Impossible Mission 2 

7.99 


1 1 

tastan 

6.50 Arkanoid IID2 

6.50 Jinxter+3 Disk 

12.99 Kempston Interface 

8.99 

Time Stood Still D2 

6.50 Nigel M. Grand Prix 

8.99 M.O.T.U. Movie D1 

4.99 Multiface 128K 

44.95 

1 Arcade Force Four D23 8.99 Pink Panther D1 

7.50 Thunder Cats 02 

6.50 Multiface 3 

44.95 

10 Hit Game Hitpack 

8.99 Troll 

7.99 Trantor 

7.50 10x3" Disks 

26.99 

Spy V Spy Trilogy 

8.99 Arenham 

7.99 Guild of Thieves+3 

12.99 Plus 2 Lead 

4.99 

We are Champs D2 

8.99 Bobsleigh 

7.50 

+3 Recorder Lead 

4.99 

Bangkok Knights 

7.99 Rolling Thunder D2 

7.50 + Free Game 

99.95 Cruiser J/Stick 

9.99 

Yes Prime Minister 

12.99 Ocp Art Studio 

12.99 3-D Glasses 

39.99 Konix + Autofire 

12.99 

North Star 

6.50 Target Renegade D1 

6.50 Control Stick 

14.99 Tac 2 J/Stick 

12.99 

Venom 

6.50 Annals of Rome 

10.99 Konix Joystick 

12.99 Tac 5 J/Stick 

13.99 

California Games D1 

7.50 BuggieBoy 

6.50 Light Phasor 

44.99 Cheetah 125 + 

8.99 

Magnificent Seven D3 

8.99 Solid Gold D2 

8.99 Maze Hunt 3D 

24.95 Cheetah Mach 1 

14.99 

Vixen D2 

8.99 GutzDI 

6.50 Great Golf 

19.95 Konix J/Stick 

11.99 

Tomahawk D2 

7.99 Int Karate+3 Disk 

8.99 KungFuKid 

19.95 Comp Pro Black 

14.99 

1 

Laser Tags 

7.50 Football Manager 1+3 

8.99 Fantasy Zone II 

24.95 Comp Pro Clear 

15.99 

!1 Blood Valley 

6.50 Battlefield Germany 

10.99 Zaxxon3D 

24.95 Comp Pro Extra 

15.99 

i I G. Linekers Foot D1 

6.50 Super Hang On 

7.99 Out Run 

24.95 Quick Shot II 

9.99 

S Football Director 

7.50 Vampire Empires D1 

7.50 Missile Defence 3D 

24.95 Quick Shot Turbo 

14.99 

■I Magnetron D2 

6.50 Dream Warrior 

7.50 Rocky 

24.95 Cheetah 125 Special 

12.99 



Also available on Disk. D1- 

£10.99, D2=£12,99, D3=£13.99, D4=£16.99 




P&P included in UK, Europe add El per tape, elsewhere £2.00 

■ 


Cheque/PO payable to - S.C.S. (Gams), 655 Green Lanes, London N8 OQY 




Please specify 

machine type in your order. 



Personal callers can pick up software at mail order price on production of this advert at qpr shops 


at S.C.S.. 221 Tottenham Court Road 

London W1R 9AF (nearest tube stn Goodge btreet) 


or S.C.S., 655 Green Lanes, London N8 OQY (nearest tube stn Turnpike Lane) 



Access & Visa card holders ring 01 -348 2907, 340 8565, 631 4627. 

■ 


Credit card orders despatched same day subject to availability. We also stock telephones, answering, cordless, ^ 

x 

cellular, PABX, accessories. Fax, copiers, shredder machines, calculators, ring 01-43b 959U 
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All prices include VAT/delivery 


in size and content, are in the 
pipeline. 


Why pay more? JJ&SSU* 

High quality 2nd drives for the ST * Fully Compatible 
and Amiga at an ultra low price * ^mwhanlsm" 

l £00 OK ■ * 1 mb unformatted capacity 

only dCft/t/ 9 t /0 inC.VAT ★ One year guarantee 


FEATURES INCLUDE: 

PROTECTED SOFTWARE BACKUP - very powerful 
features Auto-Verify, single/double drive backup 
and Fast Backup options 

DISK ORGANISER ACCESSORY - extremely useful 
provides essential disk management commands 
including FORMAT, RENAME, DELETE etc. 
EXTRA FORMAT to maximise space on your disks 
provides over 15% additional user storage per disk! 
UNDELETE to recover accidentally lost files 
RAMDISK and SET DATE/TIME Accessories 
DISK ANAL YSIS I— 

DIRECTORY PRINTOUT OllIV £24 9 

DISK SPEED CHECK .. 

Regular upgrades will be available in the future to 
handle latest disk protection schemes etc._ 


75% of CRASH is devoted to 
reviews. 

2) £1.95 was a rip-off for the 
Christmas edition. To say that it is 
bigger ‘to read over the holidays’ 
is pathetic! Who wants to read 
numerous covers of past editions 
of CRASH? (Oh, yes I forgot, it’s 
teaching people about the old 
days!) 

3) A sizeable number of CRASH 
Smashed software has proven to 
be rubbish. Matchday II is almost 
identical to Matchday /, and as for 
Driller , well I don’t know about 
brilliant new graphics techniques, 

I remember very similar ones being 
used in a Psion program called Vu - 
3D in 1983 (the old days again). 

A very large proportion of the 
software being released at present 
(and during the past year or two) 
has been garbage. Admittedly 
your reviews declare virtually 
every release a classic, but even 
your reviews are not terribly 
informative for example ‘The 
graphics are mostly colourful and 
detailed ... ’ as one of your 
Platoon reviewers said. What the 
hell is ‘ mostly colourful ’ supposed 
to mean? Come on lads, try to use 
the old CSE English (Sorry, I mean 
GCSE, I’m thinking of the old 
days!). 

So all in all I don’t think you are 
perfect by any means, just like the 
rest of us. So when a member of 
your vast readership writes in as 
Mr Hoar did in issue 50 you don’t 
really have any right to sneer and 
snipe as you did. I remind you that 
your readers effectively pay your 
wages, and incidentally, the 
customer should always be right. 
(Blimey! what an old fashioned 


BACK TO THE 
PRESENT 


Dear Lloyd 

So you have now reached issue 
50, and I’m sure that since you 
have been into computers since 
1984 you all think that you’re 
computer veterans and know it all. 
You may be surprised to hear that 
I have been a keen computer 
person since 1980.1 learned to 
program on the ZX81 (yes, people 
did actually program their 
computers in those days rather 
than just bashing their keyboards 
to death) and have since had not 
inconsiderable experience in the 
programming and use of various 
computers, computer controlled 
scientific equipment and 
computer languages. ‘So what?’ I 
hear you exclaim, ‘This is only a 
magazine for hobbyists’. Fine, fair 
enough. It’s just that after reading 
YOUR self-giamorisingty cynical 
reply to Peter Hoar’s truthful and 
well-written letter, I assumed that 
you must be a ‘bloomin’ arrogant 
scientist’ like myself, but I suspect 
that this is probably not the case. I 
would like to know however, what 
gives you the right to talk back to 
your correspondents as you did to 
Mr Hoar in Issue 50. The points he 
made are perfectly valid. For 
example: 

1) CRASH, whether you like it or 
not, is a catalogue. How can you 
describe a magazine which gives 
information on new software as 
anything else, after all, at least 


All prices include 
VAT, delivery & cable 


PRINTERS 


Star LC10 replaces the NL-10, features 4 NLQ fonts, paper parking, 

front panel operation, PLUS 2 extra ribbons free of charge!. 

Star LC10 colour NEW 7-colour version of above LC-10, 

includes 2 extra black ribbons free of charge. 

Star NB24-10 high 24pin quality, inc.2 extra ribbons free of charge. 

Star NX-15 budget wide carriage printer.....'. 

Star NB24-15 wide carriage version of NB24-10...... 

Star Laser, very high spec, for cost, price inc.1 year on site maint.,! 

NEC P2200 budget 24pin, great value 168/56cps. 

Amstrad DMP3160 good value 10". 

Amstrad LQ3500 24pin at low price. 

Amstrad DMP4000 fast wide carriage... 

Panasonic KXP1081 reliable budget 10" printer. 

Panasonic KXP1082 faster version, inc.lBM proprinter emulation. 


.£1795.00 

...£349.00 

...£189.00 

...£329.00 


.£329.00 


Panasonic KXP3131 daisywheel. 


| Evesham Micros Ltd]| 


All prices VAT/delivery inclusive 
Next day delivery £5.00 extra 

Send cheque. P.O. or ACCESS/VISA details 
Phone with ACCESS/VISA details 
Govt., educ. & PLC official orders welcome 
All goods subject to availability E.&O.E. 
Open to callers 6 days, 9.30-5.30 
Telex: 333294 Fax: 0386 765354 


AlsoaLl7j^^ 


All ST prices include: mouse etc. PLUS 5 disks of s'ware including 
wordpro, utilities, graphics, game and demos. 

We can quote you for any combination of hardware. 


Amiga & ST Drives 


Disector ST 

A POWERFUL set of Disk Utilities 


For all Atari ST Models 


We use and recommend Star printers since 
they do offer an unbeatable combination of 
features, print quality, reliability and value. 
Make the sensible decision - get it right with 
a Star printer at our special, all in. prices. 


63 Bridge Street 
Evesham 

Worcs WR11 4SF 
Tel: 0386 765500 
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attitude!) Old fashioned yes. 
Wrong no. 

S Moore, Bristol, Avon 

It would seem that both Mr Hoar's 
letter and its repl/has sparked off 
yet another controversy; judging 
by many of this month’s letters. 
The responses to the points raised 
by that letter still hold true and 
although somewhat terse, were 
written in fairer tone than the 
damning letter itself. 

The comparison of Driller's 
moving, filled-in 3-D graphics to a 
single, static, filled in 3-D graphic 
in Vu-3D is like comparing the 
Lascaux cave paintings to the 
work of Disney. And as to the 
disagreement with reviewers 
views, I can only repeat (yet again) 
that they are personal opinions 
and not meant to be taken as 
gospel. The short comments in 
evidence a few issues ago have 
now been considerably altered, as 
can be seen by this and last 
months’ offerings. 

Further, attempting to prove a 
point by using inaccurate 
information (CRASH certainly 
does not devote 75% of its pages 
to reviews) only undermines all 
your arguments. 

LM 


THE 

UNBEARABLE 
LONGNESS 
OF WAITING 


Dear Lloyd 

I am writing concerning the 
distribution of the Newsfield 
magazines, and how long it takes 
certain shops to get copies, 
especially of CRASH. I have 
CRASH ordered from my local 
village newsagent and find that 
sometimes it is in the shop almost 
one week later than the date 
shown in the previous issue of 
CRASH. Take this month for 
instance (the April issue). This was 
due in the shops on March 31. On 
Saturday March 26,1 went to 
Brighton and visited the Virgin 
Megastore. In the computer 
games department I noticed about 
20 copies of the CRASH April, but 
I did not have enough money to 
buy it. This was a whole five days 
before that issue was due to hit the 
shops. On March 31,1 went to the 
local newsagent to get my copy of 


MEGASAVE FANTASTIC SAVINGS 


Air Rally (Geebee) .4.95 

Arcade Force Four. 6.56 

Adv. Tactical Fighter .. D2 5.95 

Alter. World Games. 4.95 

Apache Gunship. D4 6.45 

Arkanoid II . D1 4.95 

Arcade Ally. 5.95 

Alien Syndrome . 5.95 

Action Force II. D1 4.95 

Blacklamp . 4.95 

Bobsleigh . 6.45 

Bedlam 128k only. 5.95 

Buggy Boy. D1 4.99 

Boot Camp 19. 5.95 

Basket Master.. 4.95 

Bangkok Knight. 4.95 

Bubble Bobble . D1 4.95 

Barbarian. 6.45 

Blood Valley. 5.15 

Best of Elite. D1 10.95 

Bard’s Tale. 5.95 

Bionic Commandos. 5.95 

NEW Blood Brothers .. D2 6.45 

Cybernion. D1 5.15 

Champ Sprint. 6.45 

Carrier Comman. 10.95 

Combat School . D1 4.95 

California Games. D1 6.45 

Crosswize. 4.95 

Corporation. 6.45 

Computer Classics. 4.95 

Crazy Cars. D1 6.25 

Champions . D1 6.45 

NEW Cybernight. 5.15 

Dan Dare II . D1 4.95 

Driller . D3 9.95 

Deflektor. D2 4.95 

NEW Desolater. 4.95 

NEW Diamond. 5.95 

Enduro Racer II. 6.45 

NEW Earthlight. 4.95 

Frightmare. D1 6.45 

Football Manager II .... D1 6.45 

Flying Shark . 4.95 

Firefly. D1 4.95 

Football Director. 5.95 

Famous Courses No. 1. 4.95 

Flintstones. 5.95 

NEW Five Star GAmes 3 .. 5.95 

Gun Smoke. 5.95 

G. Lineker’s Soccer.... D2 4.95 


Game Set & Match. D3 9.95 

Gryzor. D1 4.95 

Garfield. 5.95 

Game Over. 4.95 

Gauntlet (disc only). 8.95 

Gauntlet II. D2 5.95 

Guadalcanal . 6.45 

Galactic Games. 4.95 

Gutz. 5.15 

Guild of Thieves Disc . 10.95 

NEW Hercules Slayers D2 6.45 

Iron Horse. 4.95 

Imposs. Mission II. 5.95 

Indiana Jones. 5.95 

Inter Karate +. D1 6.45 

Impact. 6.45 

Inside Outing . 5.95 

Ikari Warriors. D2 5.95 

Jinxter +3 disc only. 10.95 

Judge Death. 6.45 

Karnov. 6.45 

NEW Konami’s 10 Hits D3 6.95 

LazerTag . 5.95 

Live Ammo. D1 6.45 

NEW Lee Enfield . 6.45 

Mega Apocalypse . D4 6.25 

Magnificent Seven. D3 6.45 

Matchday II. D1 4.95 

Magnetron. 4.95 

Nebulus. 4.95 

N. Mansell’s Grand Prix D4 6.95 

North Star. D2 4.95 

Outrun. D1 5.95 

Olympiad 88. D1 4.95 

NEW Overlord . 6.45 

NEW Operation wolf. 5.15 

PHM Pegasus . D4 6.95 

Predator . 6.45 

Platoon. D1 6.45 

Pegasus Bridge. D4 9.95 

Pac-Land. 5.95 

Pink Panther. D2 5.95 

Pawn (Disc only). 13.95 

Power Pyramids. 5.95 

Road Wars. 5.95 

Rolling Thunder . 5.95 

Roy of the Rovers. 6.45 

Rastan. D1 5.15 

Road Blasters . D2 6.25 

Red October. 10.95 

Dream Warrior. 6.25 


The Games (Winter) ... D1 6.45 

Renegade. D1 4.95 

Rampage. D1 6.45 

Road Runner. 5.95 

Rygar.. 5.95 

Ring Wars. D1 6.45 

Sorceror Lord. D4 9.95 

Sidearms. D2 5.95 

Super Hang-on. 6.45 

Star Wars . D1 6.45 

Solid Gold. D1 6.45 

Super Spirit . 6.45 

Shackled . D2 5.95 

Sentinel (Disc only). 8.95 

Star Glider (Disc only) .... 10.95 
Super Cycle (Disc only) .... 8.95 

NEW Streetfighter. 5.95 

NEW Sophistry. 5.95 

Teladon . 5.95 

Top 10 Collection. D1 6.95 

Traz. D2 5.95 

Time and Magic. 10.95 

Terramex. 5.95 

The Double. 7.95 

Tetris. 4.95 

Trap Door II. 5.95 

Trantor . 5.95 

Thundercats . D1 4.95 

Time Stood Still 128 . 4.95 

Troll. D2 6.25 

Target Renagade. 5.15 

The Dark Side. D1 6.45 

Tomahawk (Disc only). 9.95 

Track Suit Manager . 7.95 

Unitrax. 6.25 

Venom Strike Back. 4.95 

Vampire’s Empire . D2 5.95 

Victory Road . D1 4.95 

NEW Vixen. D1 5.95 

NEW Vinicator. 5.15 

World Class Leaderb’d D2 6.45 

WizarWarz. 5.95 

Werewolfs London. 6.45 

Yogi Bear. 6.45 

NEW Yeti. 5.95 

NEW 7 Mins. Midnight .... 5.95 
NEW 6 Hit Pac Vol 3 .. D1 6.45 

10 Great Games. D4 6.95 

4 Hits (Hewson) . D1 5.95 

720°. 5.95 


Mail order only. Postage included Great Britain. EEC add 75p per item. Overseas add 
£1.50 per item. Fast Service. 

Send cheque/PO to MEGASAVE Dept CR, 49H Sutherland St, Victoria, London SW1V 4JX 

Please send for free list of new releases on Amstrad, Cl 6, MSX, Atari ST, Amiga, Commodore, 
Spectrum and +3 disc. STATE WHICH LIST. Future League Ltd. 


D = +3 Disc 
D1 @ £9.95 
D2 @ £8.75 
D3@ £13.95 
D4@ £10.95 


CRASH only to find that it was not 
there. I tried again on Friday April 
1, then Saturday and even Bank 
Holiday Monday, but it was the 
same story. Also on these days, 
the big High Street stores such as 
WH Smith and Martins did not 
have it in. As I write, it is Monday 
April 11 and I still have not got my 
CRASH. If I get it on Tuesday then 
it will be five days late - as many 
days as it was early at Virgin. 

What I want to know is why is it 
that big chainstores such as Virgin 
are given priority of delivery over a 
small independent newsagent? Of 
course the answer is relatively 
obvious: Virgin gets its CRASHes 
before time because they sell 
more copies and you get a larger 
revenue than the small 
independent shops that do not sell 
as many magazines. 

Please do not see this letter as 
being critical of CRASH, but more 
of a criticism of Comag who 
distribute your mags. 

Robert Lunn, West Sussex 

Not one single outlet is given 
priority over any other, Robert; all 
copies of an issue are delivered 
from the printer to the wholesalers 
on the same day throughout the 
country . Virgin deal direct from the 
same warehouse. It is a question, 
then, of the efficiency of local 
wholesalers in delivering their 
stock to their retailers, who include 
your small independent 
newsagent As we know, not all 
wholesalers are as efficient as 
others. You should certainly 
complain to your newsagent, even 
his wholesaler, if he will tell you 
who that is. Finally, I can pass on 
your letter to Comag, who will be 
as concerned as you about the 
lateness of CRASH in your local 
shop. A simpler answer might be 
to take out a subscription to 
CRASH, which is both more 
economical and also more 
reliable; many subscribers get 
their copies of CRASH the day 
after it’s printed! 

LM 


NEVER MIND 
THE WIDTH, 


THE QUALITY 

Dear Lloyd 

What has happened to CRASH? I 
started buying it regularly at the 
beginning of 1986, and watched 
each month as it grew into a world 
power, shrugging aside the feeble 
opposition to reach the pinnacle of 
excellence. 

Yes, that mouthful does contain 


a touch of nostalgia. Suddenly 
we’re now paying £1.25 for a 100- 
page magazine. Half of this is 
advertisements, leaving very little 
reading material indeed. Where 
are the six-page FORUMS, eight- 
page ADVENTURE TRAILS and, 
come to that, what happened to 
PBM and FRONTLINE in Issue 52? 

Certainly colour and general 
polish has improved but surely an 
interesting feature-filled magazine 
is more important than this. 

CRASH can be compared to the 
16-bit market: a glossy, attractive 
veneer hiding an unstimulating 
product. 

I can sympathise with money 
problems, because I now have one 
- which magazine to buy. CRASH 
is not offering value for money any 
more; I can have a better read 
elsewhere. 

Actually I am Still buying CRASH 
because no other magazine offers 
such an excellent review system (it 
HAS improved!) - or Jetman! Also 
I enjoyed the CRASH history, 
which was well written (and drawn) 
and interesting. 

Here’s hoping that Jetman 
doesn’t follow PBM and 
FRONTLINE. 

Michael Batt, Cardiff 

Now for a start, Michael, there has 
never been a CRASH where 50% 
of the pages are adverts - never! 
The usual ration is more like 25% 
ads, 75% editorial. Go on, check 
back and count up, please! 

In fact, if it is one of those 
months where there is iess-than- 
usual advertisements, and to a 
degree, a diminished number of 
games arriving for review, CRASH 
does diminish in size. However, I 
think you ’ll agree that this month’s 
offering -116 pages plus a FREb 
16-page full colour arcade booklet 
- does offer quite substantial value 
for money. 

Issue 52’s POSTMARK and 
FRONTLINE features were not 
included because of differing 
reasons: Philippa has had a deficit 
of games to review of late (a 
situation that we hope is only 
temporary) and rather than include 
some personal philosophising or 
general overview of this pastime, 
the editor felt that the space could 
be more usefully used on a 
different feature. Brendan 
Kavanagh was in the process of 
moving home and being of no- 
fixed-abode, was unable to write 
his column! PBM is featured this 
month but, and again for the same 
reasons, FRONTLINE has had to 
bow out in favour of other features 
which were queueing up at 
CRASH’S door! In fact, this issue 
includes one feature, one new 
regular and the CRASH COURSE 
together with seven regular 
columns plus news of the PC Art 
Show, and a taste of FEAR... 


That’s all from this month’s slightly smaller FORUM. Next month it should 
be back up to full size, bulging with rantings, ravings and general items 
of discourse and discord. If you have anything you want to get off your 
chest, write to LLOYD MANGRAM, CRASH FORUM, PO BOX 10, 
LUDLOW, SHROPSHIRE, SYS 1DB. You could find yourself the 
lucky recipient of a £30 software voucher! 
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Spectrum C ssette £7.95 

Spectrum D ;c £14.95 

AmstradCa sette £8.95 

Amstrad Di: c £14.95 

Commodor 64 Cassette £9.95 
Commodor 64 Disc £14.95 

Atari ST £19.95 


TAKEN FROM ATARI ST VERSION 


"Licensed from c Taito Corp. Origins* 
game developed by Tatsum E ectror Ipg 
TM 'Buggy Boy' Owned by Taito Corp ■ 
Export outside Europe and Australia I 
prohibited” 
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Elite Systems Limited, Eastern Avenue, Lichfield, Staffs WS13 6RX Telex: 336130 ELITE G Consumer Hot Line: (0543) 414885 
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n the summer of 1982, Sid Meier, systems 
analyst, and Bill Stealey, US Air Force 
Academy graduate, met at a company 
meeting in the MGM Grand hotel in Las Vegas. 
As they both had a keen interest in flying, the two 
hit it off and were soon challenging each other in 
aerial combat on a video game called The Red 
Baron ; the former fighter-pilot lost! The same 
Red baron machine now sits in a corner of their 
Product Development department in Hunt 
Valley, Maryland: a present from the employees 
to the two co-founders of MicroProse Inc. 

From their early friendship, a huge 
international company has grown: there are 
MicroProse offices in England, France and Japan 
plus a newly-opened site in Germany. The UK 
sector is directed from the Tetbury offices in 
Gloucestershire. Nestling in the centre of this 
historic market town, MicroProse UK looks 
decidedly out of place; a red banner of foot-high 
letters across the large glass frontage emphasises 

► MicroProse UK-Tetbury 


the contrast. 

In addition to UK operations, 40% of their 
world wide transactions are controlled from 
here. The site includes a playtesting section, a 
comprehensive computer-controlled telesales 
department and a 20,000 square foot 
warehouse to back up their distribution service, 
which shifted over a million units last year. 

Although they are the heads of a large 
international company, Bill Stealey and Sid 
Meier still play important roles in the production 
of each MicroProse game. Both are heavily 
involved in design and even playtesting. Bill 
holds a product development meeting three 
times a week and plays their games for around 
two hours every night. It is not unknown for him 
to cancel a project if he does not feel that it is up 
to their usual standards; only a few months ago, 
a space trading/combat simulator was canned 
after two years' development work and a limited 
advertising campaign in America! 




no 


5THU 


HELICOPTER 


THE 


► Gunship 


Gunship cost 
four million 
dollars and 
took over 17 
man years to 
develop... 

► Two of MicroProse's in-house art 
department, displaying the latest 
artwork for Red Storm Rising 


Known only to Spectrum owners through their first releases, Gunship, FI5 Strike 
Eagle and Silent Service, MicroProse are something of an unknown quantity. 
CRASH visited their UK headquarters for some inside information. 















































"MicroProse 
promise 
support for the 
Spectrum for 
at least the 
next two 


-tDf 


years . 

► F-15 Strike Eagle 




"Silent Service 
deals with 
attacks on 
Japanese 
shipping, yet 
this simulation 
is one of our 
biggest exports 
to Japan. 





ff 


► One or two of the Microprose games 
stored in their 20,000 sq ft warehouse 

Although the majority of their products are 
developed in America, MicroProse have 
embarked on an extensive expansion 
programme in Europe. They distribute the 
Suncom range of joysticks and have recently 
joined forces with Origin Systems in order to 
market their entire range of fantasy and role- 
playing software in Europe, including the Ultima 
series. The American label Cosmi is also to come 
under the MicroProse banner, and while 
MicroProse will continue to distribute new 
American software, they are also looking for 
quality Japanese products to sell. 

The American section has recently taken on 
the services of Gene Lipman - the founding 
President of Atari-who has strong coin-op links. 
Gene is the Vice-President of special projects, 
and it is rumoured within the industry that this is 
the first step on the road to coin-op production. 
They are also continuing research into CD ROM. 

Closer to home, MicroProse promise support 
for the Spectrum for at least the next two years - 
that's how long some of their projects take to 
prepare! They are also behind the +3; all their 
current and forthcoming products are to be 
released on three-inch disk. 

1,000,000+ 

The success of Microprose products - over one 
million multi-format copies of FI5 Strike Eagle 
have been sold worldwide- is often attributed to 
the high quality of their games and packaging. 
But criticisms are also levelled at the 
accompanying price. Stewart Bell, managing 
director of the UK operation, justifies the cost 
with some heavy statistics: 'Gunship cost four 
million dollars and took over 17 man years to 
develop (the end product was actually one-and- 
a-half years late). The final packaging and 
documentation is of a very high quality and is 
always well researched. 

'Many companies release a product and then 
forget about it. Microprose's product 
development is a constantly ongoing process 
which lasts between one and two years. Project 
Stealth Fighter is currently in its eighth version, 
utilising faster algorithms and improved 


gameplay, while the latest version of the CBM 64 
Pirates! has animated pictures. 

'The extensive technical support offered to 
customers is also covered by the cost. Customer 
service is an important aspect of MicroProse's 
business: once a product is finished, a full back¬ 
up service is available to customers who can 
phone our helpline at any time to ask for 
information regarding play and equipment. 

'MicroProse also award certificates to high 
scorers on their games. Winners of the 
Congressional Medal of honour on Gunship are 
to be presented with a certificate, signed by Bill, 
and treated to a party as well as a flight in Bill's 
T28 fighter plane! 

With such an expensive initial outlay, how do 
they combat piracy? 'We rely on the packaging 
and the large amount of documentation to put 
off prospective software pirates; no-one wants 
to photocopy a 150-page booklet! We prevent 
early versions of programs from getting out by 
creating the individual components of the game 
separately. All the components of each game are 
then put together just before the last mastering 
before duplication. This way no 'complete' 
game can hit the streets before sales. However, 
the amount of piracy in certain countries has 
limited distribution. Italy and Spain are simply 
not worth exporting to.' 

Further critique involves the militaristic and 
often jingoistic tone associated with MicroProse 
games. This is dismissed with equal verve: 
'We're all young boys at heart. Everyone wants 
to fly and the realism afforded by the combat 
scenarios only helps to heighten the excitement; 
if the simulation was boring you simply wouldn't 
buy it. 

'Bill lost a lot of friends in Vietnam and he is 
careful not to glorify death in our products. 
When you lose a highly decorated pilot in 
Gunship, the loss you feel is real; theexperience 
teaches you about life and about yourself. 

'Although we do take the American viewpoint 
of freedom and liberty, it is important to stress 
that each program is simply a simulation which 
allows the player to see how he would fare in 
actual events which have, and still are, taking 
place. In fact, there's a strange irony in the 
approach to our products: Silent Service deals 
with the attack of American submarines on 
Japanese shipping, yet this same simulation is 
one of our biggest exports to Japan. 

'And to be fair, we do cover both sides of the 
coin: our air traffic control program (CBM 64) 
puts the player in the position of saving lives 
rather than the contrary.' 

We would have spoken to 'Wild' Bill Stealey 
about the matter - but he was at the 
Pentagon . . . 


FORTHCOMING RELEASES 

Airborne Ranger- July. 

Times of Lore- July. An Origin role-playing 
game, but more instantly accessible than 
previous offerings. 

Programmed by Chris Roberts, sound by 
Sensible Software of CBM64 Wizball fame. 

Moebius II- Autumn. A simplified version of 
the CBM 64 program, utilising the action 
sequences alone. 

Space Rogue- Autumn. Implemented in a 
similar fashion to Moebius II. 

Project Stealth Fighter- A flight simulation of 
'Gunship standard plus', containingfilled-in 3- 
D with faster frame updates. Programmed by 
Daryl D. 

Red Storm Rising - Based on Tom Clancy's 
best-selling novel. CBM 64 release planned; 
Spectrum version to follow. 

Pirates! — Not finalised as yet, but MicroProse 
are keen to release a Spectrum version. 
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WIN 


STROLL OFF WITH A SUPER SPORTS 
HOLDALL AND SMART TRACKSUIT 


IN THIS GREAT MINI-PUTT COMPETITION 


You've played mini-golf in the open air, in 
parks, at the seaside, in Blackpool, 
Brighton and Marbella, but chances are 
you've never played it on your Spectrum. 
Accolade's Mini Putt is soon to change all 
that. Featuring several suitably whacky and 
devious courses it gives you the chance to 
savour the pleasure of a mini-golf game 
from the comfort of your softest armchair. 
Forget the biting wind, the driving rain, the 
uncomfortably beating sun; sunburn and 
pneumonia, traditional hazards of a mini¬ 
golfer's life, are definitely out. The only 
decision you'll have to make is whether 
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you have the energy to tear open the next 
bag of crisps. 

And after all that inactivity, the very first 
thing you'll want to do is leap out into the 
fresh air (as soon as the conditions are 
favourable, of course) and try out your 
new-found skills. To start you off on your 
energetic golfing career, Accolade are 
giving you the chance to win a fabulous, 
high-quality Head sports bag, filled with a 
host of goodies (hard and soft golf balls, 
tees, cap, T-shirt) and an incredibly 
expensive tracksuit. 

All you have to do is design the most 


original, exciting, innovative and 
demanding one-hole mini-putt course you 
can think of. Ideas are more important than 
artwork: entries are judged on the basis of 
initiative rather than skill (we're a very fair 
bunch here at CRASH towers). 

20 copies of Mini Putt and 20 T-shirts 
awaitthe runners up. Send yourdesignsto 

ACCOLADE AHEAD COMP, CRASH PO 
Box 10, Ludlow, Shropshire, SY8 1DB 

Entries must be received by July 5 and 
the decision of the appointed judges is 
absolutely final in all respects. 





















CASSETTE 

SINGLE 


Commodore 64/128 Cassette (£9-99) 
& DISK (£12 99) 

ZX Spectrum 48K/128K/+ (£8-99) 

Mail Order: Activision (UK) Ltd, 

Units 3 & 4 Lloyds Close, Finedon Road 
Industrial Estate, Wellingborough, 
Northampton NN8 4SR K (0933) 76768 


Featuring 

The Company 
She Keeps 


AKHERICAnI 

■EXPRESS 



















Disc £14.99 


Spectru! 

Spectrum 48/128 Cassette £8.99 

Amstrad CPC Cassette £9.99 
Disc £14.99 

Commodore 64/128 Cassette £9.99 
Disc £12.99 


Martech is the registered trade mark of Martech Games Limited, 
Martech House, Bay Terrace, Peyensey Bay, East Sussex BN24 6EE 
PHONE (0323) 768456 TELEX: 878373 Martec G FAX (0323) 764460 
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LEVEL 7 


CRACKING 
KARNOV 

Kamov , the sparking new game 
from Electric Dreams, has been 
tipped by the programmers! Yes 
that’s right, Mr Micro who 
programmed the game have 
written these tips on how to 
complete each level! 

LEVEL t 

To kill the big fish at the end of the 
level... 

1 Plant your ladder at the end of 
the buildings, just as the fish 
comes onto the screen. 

2 Climb up here to get a 
boomerang. 

3 Activate it, run at the fish until 
she moves towards you then fire 
at her and duck. 

4 This will kill her but watch out for 
further shots before she dies. 

LEVEL 2 

To kill the towers at the start... 

1 Shoot them as quickly as 
possible. Double or triple fire 
power are better than any icons. 

2 Don’t scroll any extra towers on. 

3 Try to kill the head as soon as 
possible. 

4 If you get behind a head it won’t 
fire at you. 

To kill the lion and arabs ... 

1 If you are flying, drop bombs on 
them. 

2 If you are walking then wait until 


they come into view and duck and 
fire quickly. When you have shot 
the lions the arab may fire at you 
so be careful. 

LEVEL 3 

To kill the birds at the start... 

1 Run underneath them firing and 
get to the tree. 

2 Run up the tree firing. 

To avoid the next birds ... 

1 Jump by the tree and an icon 
should appear ahead of you. 

2 Jump onto this icon and turn 
around, fall off the ledge. 

3 Run left along this ledge. 

4 Jump off left here, back to the 
start of the screen and kill the 
birds. 

To kill the mud men on the 
ledges ... 

Run underneath the bottom 
ledge, wait a while and jump and 
duck, then shoot at them quickly. 

To kill T-Rex . .. 

1 Jump on the ledge before you 
get to the T-Rex and you will get a 
boomerang. 

2 Kill the birds when you jump off 
the ledge (there are plenty of 
power pills to help you). 

3 Activate your boomerang and 
fire at the T-Rex when you see it. 

LEVEL 4 

To get past the volcanoes ... 

1 You can bomb them. 

2 They flash red just before 
exploding so you can time them 


before jumping. 

3 You can always shoot the lava 
balls so fire at them as they come 
towards you. 

4 Remember, practise makes 
perfect! 

To kill the jumping jacks ... 

1 Shoot with double or triple fire 
power at the top of the stairs. 

2 Activate your kart at the top of 
the stairs (if you have that icon!). 

To kill the Medusa ... 

1 Run quick and drop a bomb 
under her. 

2 Using a boomerang or multi-fire 
can help. 

3 Shoot the Medusa and when she 
starts to shoot back at you just 
jump up and continue firing 
quickly. 

4 You can run through or jump over 
her to avoid her spit if needed! 

LEVELS 

To kill the underwater men with 
spears... 

1 Try to out-swim them. 

2 If this fails then swim to the top 
of the water and fire. 

To kill the clams ... 

Wait till they open and fire 
quickly. 

LEVEL 6 

To get past the fish at the 
towers ... 

1 Try ignoring the fish and running 
up each ladder but jump when you 
reach the top to avoid the last fish. 

2 Kill one fish at a time (fish at base) 
and plant a bomb at base of tower 
to blow the strut. 

To kill the owls ... 

1 Keep firing at the owl avoiding 
his shots. 

2 On the fourth shot the owl will 
explode (don’t get too near!). 

The end of the level... 

1 Trigger the first Medusa and kill 
it. 

2 Jump by the figurehead to get a 
power pill (apple). 

3 Trigger the last Medusa, get the 
power pill and jump backward to 
avoid the figurehead firing. 

4 Kill the last Medusa to finish the 
level. 


To kill the hydra ... 

1 Activate the hydra and go down 
the steps as far as possible. 

2 You should be able to stand still 
without being shot and jump 
between the hydras bullets and kill 
him (a lot of shots needed). 

3 Watch out for the floor 
disappearing after you have shot 
the hydra. 

4 You can also kill the hydra by 
standing just to the right of the 
spinning floor, but you have to 
jump to miss one of the shots. 

To kill the T-Rex 

1 Trigger the T-Rex, kill the bat and 
fire, trying to avoid the flames. 

2 Go to where the hydra was and 
drop a bomb through the hole just 
before you drop through. 

3 Avoid the T-Rex flames and the 
bat. 

To get past the boulder... 

Crouch on the step to avoid 
being hit. 

LEVEL 8 

To kill the stone figures firing at 
you . .. 

Shoot their eyes jumping or 
crouching to avoid the flames fired 
at you. 

To kill the ents (tree stumps). . . 

Fire at them but watch out - they 
fire a streak along the floor 
occasionally. 

LEVEL 9 

To get the wizard . . . 

1 The way to the wizard looks 
sealed but don’t be fooled by a 
small illusion. A bomb in the right 
place or closer inspection of the 
ground might prove useful! 

2 Fire quickly at him when he 
appears. 

3 Remember ‘Don’t be upset 
when you die, just rewind the tape 
and have another try! ’ 


A CLASH 
OF 

THUNDER 

Kris Blythe of Penn has sent in 
this quick tip for Elite’s 
Thundercats just in case 
anyone has got stuck on the 
last screen. 

If you ever manage to reach the 
last screen, 14, you will see that 
the direction arrow in the bottom 
left hand corner is pointing to the 
left. Ignore this for the moment, 
for if you follow it you will come 
across a tall wall with a small gap 
at the top which you can’t jump 
through. Therefore, at the 
beginning of the screen, go in the 
opposite direction until you find 
a hover-scooter. Get into the 
scooter and now you can get 
through the hole in the top of the 
wall. You will see the 
Thundercats symbol and 
complete the game. 
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(D=Diamond) 

D01: Go to the cooker on the right 
and pull the top off. Jump into the 
cooker and pick up the diamond. 
D02: Drop the die in the fire, the 
fire will now be out. Pull the grate 
out of the fireplace. The diamond 
is on the left side of the fireplace. 
D03: Pot the balls into each 
pocket, the diamond will now 
appear under the table. Push small 
objects under the table until the 
diamond appears at the other side. 
D04: Push objects between the 
two bookcases until the diamond 
appears at the other side. 

D05: Drop some large objects into 
the hole, then fall into the hole. 
While in the hole search for the 
diamond. Use the objects now in 
the hole to get out. 

D06: Jump over the two chairs - 
you will find the diamond in the 
corner. 

D07: Move the picture by pushing 
it from one side. The diamond will 
be in the hole behind it. 

D08: Drop the die in the fire, the 
fire will now go out. Pull the grate 
out of the fireplace. There is a 
secret door in the fireplace. When 
in the new room push small 
objects behind the bookcase until 
the diamond appears behind it. 
D09: Pull the top off the cooker on 
the right. Let the bird out, now 
jump into the cooker and pick up 
the diamond. 

DIO: Stack up objects on top of 
the furniture on the right. Climb on 
top of the objects when the bird is 
near enough you will be able to 
pick up the diamond. 

D11: Move the tables and chairs 
around so you can get into the top 
right hand corner. The diamond is 
in this corner. 

D12: Drop large objects onto the 
bottom floor. Stack the objects 
against the clock, pick up the 
diamond and use the other objects 
to get out. 

EXTRA TIPS 

☆If a rat eats some cheese it stops 
moving for a while. 

☆If you drop the bird cage, the bird 
will keep clear from it. 

☆If you pick up a white glass some 
of your energy will be restored. 



•; 10 REM CHEAT ROUTINE FOR INSIDE 
OUTING BY MARK LAWRENCE 
*! 20 REM RUN PROGRAM THEN PLACE 
•| INSIDE OUTING TAPE AT START OF 
LARGE BLOCK OF CODE AND 
PRESS PLAY WHEN THE BORDER 
*! TURNS BLACK 
>30 REM DISABLES RATS AND 
■ CANARIES AND GIVES INFINITE 
J ENERGY 
# J40 LET C=0 

# '50 FOR N=64000 TO 64511 
# i60 READ A: LET C=C+A: POKE N,A 
,[70 NEXTN 

• J80 IF C<>57765 THEN CLS: PRINT 
# i “ERROR IN CODE”: STOP 

• |90 RANDOMIZE USR 64475 

•; 100 DATA 001, 001, 001, 000, 000, 010, 

• i 000,009,032,000,159,000,091,003, 

• ! 000,021 

• [110DATA 250, 000, 000, 205, 251, 208, 

• j 112,000,000,000,064,243,237,123, 

• i 212,253 

• ! 120 DATA 205, 060, 252, 030, 001, 062, 

• j 008,211,254,038,050,006,156,062, 

•i 022,205 

• 1130DATA 245, 250, 048, 245, 062, 198, 

• | 184, 048,240,037,032,239,006,201, 

•• 205,249 

• ! 140 DATA 250, 048, 230, 120, 254, 212, 

• | 048,244,205,249,250,048,220,062, 

• j 195,050 

• 1150 DATA 016, 251, 221, 033, 025, 250, 

•! 017,002,000,237, 095,006,018,046, 

•| 001,120 

• 1160 DATA 006, 215, 205, 245, 250, 208, 

•! 062,228,184,203,021,062,022,210, 

•| 096,250 

•| 170 DATA 058, 024, 250, 133, 050, 024, 
•i 250,101,058,056,252,170,171,221, 
•! 172,221 

•j 180 DATA 173, 173, 221, 119, 000, 006, 
010,203,099,040,013,058,056,252, 
•! 198,008 

*| 190 DATA 131, 146, 050, 056, 252, 005, 
•; 005,005,058,056,252,198,088,050, 
•! 056,252 

•j 200DATA 221, 035, 027, 122, 179, 194, 
093,250,195,189,250,017,234,250, 
237,083 

*! 210 DATA 169, 250, 129, 006, 002, 209, 
*! 122,179,200,221,225,024,160,042, 

025,250 

! 220 DATA 017, 096, 056, 237, 082, 194, 

| 228,251,033,216,250,034,169,250, 

221,225 


093,250,209,122,179,202,171,250, 

213, 221 

240 DATA 225, 019, 017, 001, 000, 006, 
004,195,093,250,006,006,209,122, 
179, 200 

250 DATA 221, 225, 195, 093, 250, 205, 
009,251,208,195,252,250,123,230, 
007, 202 

260 DATA 063, 251, 062, 000, 195, 007, 
251,062,019,061,032,253,167,004, 
032, 003 

270 DATA 201, 228, 251, 219, 254, 031, 
200,169,230,032,040,241,121,047, 
079,062 

280 DATA 000, 246, 008, 211, 254, 055, 
201,217,005,194,109,251,028,123, 
254,059 

290 DATA 032, 024, 033, 144, 251, 034, 
250,250,035,217,062,016,195,009, 
251,217 

300 DATA 033, 039, 251, 034, 250, 250, 
030,056,024,001,000,022,010,123, 

214, 056 

310 DATA 079, 006, 000, 033, 057, 252, 
009,126,001,128,061,111,038,000, 
009,079 

320 DATA 062, 080, 145, 079, 006, 003, 
122,022,064,217,195,009,251,120, 
050,135 

330 DATA 251, 006, 004, 126, 018, 020, 
035,013,032,007,033,128,061,016, 
244, 024 

340 DATA 005, 200, 016, 239, 024, 000, 
006,000,062,002,203,101,217,195, 
009, 251 

350 DATA 217, 033, 057, 252, 006, 002, 
126,230,007,040,003,053,024,005, 
030, 032 

360 DATA 022, 064, 061, 035, 016, 240, 
006, 003,028,062,008,053,242,195, 
251,062 

370 DATA 005, 054, 079, 028, 043, 053, 
242,195,251,062,002,054,079,043, 
053, 038 

380 DATA 000, 046, 224, 033, 252, 250, 
034,250,250,217,195,009,251,062, 
201,050 

390 DATA 041, 201, 050, 072, 201, 050, 
112,205,195,000,091,243,049,035, 
206, 033 

400 DATA 035, 206, 017, 036, 206, 001, 
223, 043,054,001,237,176,062,048, 
033, 056 

410 DATA 252, 119, 035, 119, 035, 054, 
024,035,119,195,035,250,032,029, 
038, 000 
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• = rock. 0=3 =fooo. Q-=eoU>. 

^J>=water. ^=sworp. potion. 
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<tr^= WALL MONSTER. 
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x= ROOMS WHERE PITCH can re rpried. 

_* FAT. = OPEMARLE TRAPDOOR. 

HEADLESS ffHOJT. EXECC/TIOAIER. 

KIN* MEVLUT. $X = pRAffON I 





































































































































































































































We’re very lucky to still be in 
business here at Cheat Mode, 
the management have been 
closing down motels here, 
there and everywhere! 
Crossroads was one of the 
first to go, but that was 
probably because they didn’t 
have any cheat modes! 

SABOTAGE 

The passwords for each level 
are: LEVEL 1: NONE NEEDED; 
LEVEL 2: BUMBLE BEE 2; 
LEVEL 3: HONORARIUM 3; 
LEVEL 4: PHENOMENON 4; 
LEVEL 5: ONOMASTICS 5; 
LEVEL 6: SALMAGUNDI 6; 
r LEVEL 7: PSEUDONYMOUS; 
LEVEL 8: SONOMATOPIEA. 
(occupant: Divi and Carla 
Smith) 


CYBERNOID 

Define your keys as ‘YXES’ and 
you will hear a little ditty. Rede¬ 
fine your keys again if you wish. 
When you begin the game you 
will now have infinite lives, 
(occupant: Bernard Lequay) 


IMPACT 

The passwords for the levels are 
EGGS, CHIP, LEAD, TICK, 
CASE, FACE and USER, 
(occupant: Thistle) 

HYSTERIA 

Go to the redefine keys option 
and type ‘CHEATS’, you should 
now start off with infinite lives, 
(occupant: Steven Bird) 


MULTIFACE ROUND-UP 

I have amassed quite a collection of these quick and easy Mul¬ 
tiface 1/128/3 POKEs over the past few months so I thought it 
was about time I printed a few of them. Below is a collection 
that I’ve printed in alphabetical order. The hackers of this little 

lot are Steve and Ricki, Stephen Ellis and Alex Higham. 


ANARCHY 

ARKANOID 2 
BLACK LAMP 
DAN DARE II 
DEVIANTS 


DRILLER 


FIREFLY 

GARFIELD 

GRYZOR 

HEAD OVER HEELS 
I, BALL 2 

IKARI WARRIORS 
JOE BLADE 


KARNOV 


MEGA-APOCALYPSE 

NORTHSTAR 

OUTRUN 

RASTAN 

ROCKFORD 

SCOOBY DOO 

SCUMBALL 

SUPER SPRINT 


42405, n 

42887,0 (oo lives) 

33054, n (10 maximum) 

33607, n (50 maximum) 

53822,n 

35272,0 (ammo) 

35286,0 (ammo) 

61196,0 (energy) 

26524,0 (auto valves) 

48246,0 (oo shield) 

49425,0 & 49022,0 (oo drilling energy) 
34658,X (X coordinate, first two digits) 
34659.X (X coordinate, second two digits) 
34662,Y (Y coordinate, first two digits) 
34663,Y (Y coordinate, second two 
digits) 

34660,Z (Z coordinate, first two digits) 
34661 ,Z (Z coordinate, second two digits) 
44998,n 

33595,0 (no hunger) 

33015,n 

42195,0 (oo lives) 

43384,n 

41178,n (40 maximum) 

40272,0 (invincibility) 

37797,0 energy 
42916,0 (ammo) 

31865,0 (bomb count) 

38506,0 (time) 

33341,0 & 34802,0 & 39084,0 & 39133,0 
(no keys) 

32972,0 (oo lives) 

24941,n 
32856,n 
23318, n 

44433,0 (no aliens) 

39204,0 (oo time) 

48909,n 
61697,n 

29614,0 (oo lives) 

49098,n 
49093,n 

49358,201 (no end) 


NOTE: ‘n’ 
indicates the 
number of lives. 


Pazazz! Yup, we have sound effects in FLASHBACK as well as 
groovy logos! Thanks for all your older POKEs to fill up this 
section and don’t forget, if you want an older game hacked then 
write in, I might be able to help. This month Ian Carter has asked 
for POKEs to Ultimate’s Sabre Wulf. I have included them plus 
Booty and Pyjamarama routines by Mark Flattery and AticAtac 
from Scott Hulton. 

SABRE WULF 

As written by Robin in issue 11. To be immortal, become faster, 
have no animals and not have to collect the amulet, POKE 44786,0 
just before the PRINT USR command in the loader. Then type RUN 
and load the rest of the program. 


FOR 1=23297 TO 23376 

READ A: POKE I,A: NEXT I 


ru-fALy r%. ■ y 

40 PRINT ATIO/I 0;: RANDOMIZE USR 

50 DATA 175,55,221,33,96,234,17,17, 
0,205,86,5,48,242 17 97,,234,1, 0- 
0 205, 60, 32, 62, 255, 55, 221,33, 
203,92,17,216,1,205 86 5,48 241, 
243, 49, 0, 0, 33,166,93,17 22 128, 

1 231 0,237,176,33,63,91,34,61, 
128 195:22,1,28,33,72,91,34,229, 

60 DATA 175^50,18,190,195, 0,130, 0 
REM INFINITE LIVES 


20 


CLEAR 26000: LOAD “ ’’CODE: LOAD 
“ ’’CODE 26880: RANDOMIZE USR 
26880 

POKE 58294,0: REM INFINITE LIVES' 
RANDOMIZE USR 52500 



10 REM ATIC ATAC HACK BY SCOTT 
HULTON '• 

20 CLEAR 24063 
30 LOAD“"SCREENS 
40 LOAD “ ’’CODE: LOAD “ ’’CODE 
50 LOAD “ ’’CODE: LOAD “ ’’CODE 
60 POKE 36519,0: REM INFINITE LIVES: 
PRINT USR 23424 


iht, 177! el 3 a boob last month uiththom option that a Through 
~:np Door moo p^os going to bo in tho tips spooiol, Thoro 
n't onough room to iholuclo it ortor tho sontion 'vont booh 


i to 1 -1-pages but nay or mind since it will bo printed oo soon 
:on tit it in, 

>ooo hoop on sonhing in oil your ?01\Es, Tips, mops ond 
petition entries to tho usual address booouso it can't bo 
without you. Son cl thorn tern ,, tllD-lt ROBERTS,- ? LAYING 
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IK + 


Call it a sequel... 

And you’ll land up flat 
on your back. 

They called International 
Karate 'the greatest Karate 
beat 'em up yet' (Commodore User). 

And who are we to argue? 

But ARCHER MACLEAN has come 
up with a stunner: A third fighter. An 
amazing animated background. New moves 
(including double head-kick and a spectacular 
backflip). Re-mixed music by ROB HUBBARD. 
And balls! 

©1987 Archer Maclean ©1987 System 3 Software Ltd. 


, 

RAMPAGE 

The game where the nice 
guys don’t get a look in. 
Grab your way through Chicago, 
punch up New York, and jump 
on San Francisco. 
Three indescribably nasty characters 
which bear a remarkable likeness to King 
Kong, Godzilla and Wolf-man, need you to 
send them on a rampage in an enduring 150 days 
of destruction, through 50 different cities. 
TM & ©1986 Bally Midway MFG. Co. All rights reserved. 

Activision Inc. 


;jv 


,SO FAR... 

£ Drax has sworn 
akable doom on 


iicgu< 
tieased. 

From the wastelands of the North, comes an 


unknown barbarian, a mighty warrior, wielding his broadsword with 
deadly skill. 

Can he vanquish the forces of Darkness and free the Princess? 

ONLY YOU CAN SAY... 

©Palace Software 1987. 


r the disciples o 

_s mission it is to exterminate the c 

man on earth who dares to throw dow 
guantlet in their path - the Reneg< 
PLAY RENEGADE... PL AY 

licensed from ©Taito Corp., 1986. 


SiMPER SPRINT 
Licensed from Atari Games' original money-spinning coin-op, one or two players 
compete head-to-head over eight gruelling tracks and four levels of game difficulty. 
Avoid the hazards and collect golden spapners which can be traded for vehicle¬ 
enhancing custom car features - the key to Super Sprint. With detailed animation 
and sound effects, Super Sprint brings the best driving excitement ever to be 
experienced on home computers. 

TM & ©Atari Corporation 1986. All Rights Reserved.. 

©Electric Dreams Software 1987. 
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SUPER HITS TOGETHER IN 
ONE SPECIAL BOX PACK 
AVAILABLE FOR: 

AMSTRAD, COMMODORE &SPECTRL. : 
ONLY 


ALSO AVAILABLE 
ON DISK 












































































































A further look at Scetlander’s products, including their Basic 
Mathematics and New Community suites 

OF TIME AND SPACE ... 


Environmental studies is now a 
core area in the curriculum for the 
10-12 age range, and 
SCETLANDER’s New Community 
programs can form the 
motivational centrepiece for work 
in this area. SCETLANDER tell me 


that since the reviews of their 
software appeared in the last 
CRASH COURSE, they have 
received a number of enquires. 
They can be contacted at 74 
Victoria Crescent Road, Glasgow 
G12 9JN. 


BASIC 

MATHEMATICS 


Subject: mathematics 

Price: £20 (for the suite of eight programs) 

Age range: 10-13 years (remedial) 


THE first four programs in this 
suite - Angle Estimation, Digit 
Addition, Dice Multiplication and 
Fraction Identification - were 
reviewed in the last CRASH 
COURSE, and SCETLANDER tell 
me that a fair amount of interest 
was generated. The final four pro¬ 
grams again cover a range of skills 
in basic mathematics. 

Units : This is a simple drill and 
practice program where the pupil 
has to identify the units, tens and 
hundreds in three-figure numbers. 
The pupil is presented with a series 
of questions and must type in the 
number of units, tens and hun¬ 
dreds, and the program finishes 
when ten questions have been 
answered correctly. A question 
might ask, for instance, how many 
units are in the number 365. If the 
pupil answers 365, he will be told 
that he is correct, but that this 
could also be expressed as three 
hundreds, six tens and five units. 


Three attempts are given at each 
question, and at the end of the pro¬ 
gram the number of questions 
asked is shown, together with the 
percentage correct. Although not 
particularly interesting or enter¬ 
taining, this is quite a useful rein¬ 
forcement aid for pupils with learn¬ 
ing difficulties. 

Reading A Scale : Another drill 
and practice program, the aim this 
time is to give pupils practice in 
reading a scale which is numbered 
0 to 6 with divisions of 0-1. The 
pupil must first begin by choosing 
the type of questions to practise: 
he can select whether the arrow in 
the question is to point directly at 
one of the whole numbers on the 
scale, to a division such as 2-4 or 
3*5, to have the arrow halfway 
between two of the divisions eg. 
2-35 or 5-15, or to have a mixture 
of these types of question. Ten 
questions are asked and the pupil 
can have up to three attempts at 


each before the correct answer is 
shown. The program ends by dis¬ 
playing a score table thus provid¬ 
ing some feedback on pupil per¬ 
formance. 

This is another uninspiring type 
of program, but it does provide the 
sort of practice which some pupils 
need. 

Join The Dots : A much more 
motivational program, Join The 
Dots is in the form of a game for 
two people who take it in turns to 
join the dots on a grid to make 
boxes. The winner is the one who 
makes the most boxes. The aim of 
the game is to provide practice in 
using co-ordinates, and to over¬ 
come a very common problem 
whereby pupils mix up the X and Y 
co-ordinates or fail to see the con¬ 
nection between a point and its 
numerical co-ordinates. The game 
format of this program is a way of 
giving pupils a means of rehears¬ 
ing their knowledge of Cartesian 
co-ordinates (first quadrant only) 
without having to go through end¬ 
less repetitive jotter exercises; it is 
not an attempt to teach co-ordi¬ 
nates from scratch. 

At the start of the game, the 
pupils are presented with a 6 x 6 
dot grid, and then take it in turn to 
join one pair of horizontally or verti¬ 
cally adjacent points with a 
straight line. The pupil specifies 
the end-points of the line to be 
joined by giving their co-ordinates, 
and any attempts to join diagon- 
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by ROSETTA McLEOD 

ally-connected points or non- 
adjacent points will be rejected. 
The teacher can change the 
number of boxes required to finish 
the game, from 1 to 25. Pupils 
enjoy playing this game, and the 
program provides a welcome 
alternative to worksheet exer¬ 
cises. 

Time : The final program in the 
suite, Time aims to provide prac¬ 
tice in settling the hands of a clock, 
writing times in am/pm notation, 
and using the 24 hour clock. If the 
first of these alternatives is cho¬ 
sen, the pupil is presented with a 
time on the clock face and must 
type in the time am/pm and/or 24 
hour notation as selected by the 
teacher. If the am/pm times option 
is chosen, the pupil is given a 
series of questions in this notation 
and must use the arrow keys to set 
the clock to that time, and then 
specify the time in 24 hour nota¬ 
tion. 

Conversely, using the 24 hour 
times option, the hands of the 
clock must again set before the 
time is converted to the correct 
am/pm equivalent. In the final 
option, the pupil is given a series 
of questions in words (for exam¬ 
ple, half past six) and is required to 
set the clock and specify the time 
in the two different notations. The 
teacher can predetermine the 
number of questions to be asked 
and whether the time intervals are 
15,5 or 1 minute. There is also the 
option for the teacher to check 
pupil results and to print these out. 
This useful little program provides 
both reinforcement for pupils, and 
a diagnostic assessment for the 
teacher of areas of weakness. 

^ COMMENT^ 

The full suite of eight programs 
represents a useful classroom 
resource for selective use by the 
teacher. Although no attempt is 
made in the drill and practice prog¬ 
rams to inject a level of entertain¬ 
ment, and though the visual pres¬ 
entation of all the programs in 
terms of colour and use of 
graphics, is rather uninspiring, the 
Basic Mathematics suite does act 
as a very helpful reinforcement aid 
for the slower learner. 


HOU i" 
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Subject: environmental studies 

Retail price: £40 (for the suite of ten programs) 

Age range: 10 years and over 


THE NEW COMMUNITY suite of 
programs represents an attempt 
to explore certain concepts and 
skills in the area of Environmental 
Studies. The suite encourages 
pupils to develop an awareness of 
their surroundings and focusses 
on six main skill areas: 
researching, recording, 

interpreting, experiencing and 
feeling, relationships, and positive 
attitudes. 

The suite contains ten different 
programs from which a teacher 
would be able to select those most 
suitable for a particular class of 
pupils. The topics covered include 
site selection, finance, water and 
sewage systems, housing sites, 
matching houses to family needs, 
and judging the priorities of a 
family moving to a new 
community. Some of the 
programs are better than others, 
but overall the suite provides the 
teacher with a very useful resource 
for an increasingly important area 
of the curriculum. 

Housing Sites : This first 
program in the suite aims to 
reinforce the pupils’ 
understanding of content already 
covered in lessons on direction, 
scale, conventional map symbols 
and contours, and asks them to 
use this knowledge to choose a 
site for house-building. A map 
appears on the screen and a 
flashing arrow indicates the 
feature which the pupils must first 
define: river, road, bridge, and so 
on. 

The next stage involves the 
revision of scale: the scale is 
shown, and the pupils are given up 
to three attempts to answer 
questions such as, ‘ It is—metres 
to walk from A to the bridge. ’ 

The following sequence 
reinforces the meaning of contour 
lines, and questions occur 
regarding the relative accessibility 
of access to the various sites. 
Finally, pupils are asked to choose 
a site for house-building and write 
about their choice. The map is 
shown in attractive colours with 
quite good graphics, and the 
program as a whole would provide 
a useful stimulus for group 
discussion. 

New Town Sites : This program 
attempts to make children aware 
of some of the environmental 
factors which must be considered 
before the selection of an area for 
the site of a new community is 
made. To begin with, the pupils 
have the option of seeing an 
explanation of the map symbols, 
before the map is built up on 
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screen one feature at a time. After 
the scale feature is presented, the 
five different places are shown by 
the first letter of the place name 
only, but the full name is shown at 
the bottom of the screen. 

Having read the description of 
each site, the children are then 
asked to make judgements on the 
various sites in terms of space, 
resources, amenities, transport, 
water supply and drainage. At the 
end of the sequence, pupils are 
given a score related to their 
responses, and are then invited to 
go away and write about the site of 
their choice. 

I liked this program very much 
as it encourages a variety of skills 
and could provide the motivational 
centrepiece for a wide range of 
classroom activities. 

New Town Glossary and 
Spellbound. Both of these are drill 
and practice programs which test 
a pupil’s understanding of, and 
ability to spell, vocabulary relevant 
to the New Town project. In the 
Glossary program, a question 
appears on the screen, for 
example, ‘What is a residential 
district situated on the outskirts of 
a town called?’ The pupil can then 
choose from three possible 
answers - suburb, subway or 
region - and is allowed three 
attempts to get the correct 
response. Ten questions are 
asked, randomly selected from the 
27 which the program contains, 
and at the end the pupil is given a 
score for his performance. In 
Spellbound, the pupil is asked to 
watch the box at the top of the 
screen in which a word is shown 
for a short time. He then has to 
type the word correctly, while 
keeping an eye on the box at the 
bottom of the screen which shows 
the time taken. If the response is 
incorrect, the word appears again, 
but this time it is split up into 
syllables. If the pupil makes a 
second mistake, the word remains 
on-screen for him to copy. Ten 
words out of a possible 85 are 
selected at random by the 
computer, and the score given at 
the end is based on the pupil’s 
ability to spell each word correctly, 
and the time taken to answer. 

I feel that this program would 
have been much more useful if 
there had been a facility for the 
teacher to select the words for 
each pupil, bearing in mind the 
varying abilities of children within 
a class. 

New Town Finance : This 
program is a simulation of a 
simplified budget in which limited 


resources have to be allocated to 
certain priorities. In the teacher’s 
notes it is suggested that the 
pupils tackle the task in groups, 
with each group representing a 
building and developing 
corporation. A fixed amount of 
money is allocated on a yearly 
basis, and for each of the three 
years, the pupils must allocate 
money for housing, services, 
factories, roads, shops, leisure, 
education and the health service. 
As each figure is allocated, it is 
deducted from the £100 million in 
the top right hand box. From the 
comments made by the computer 
about their yearly allocations, 
pupils should be getting it ‘nearly 
right’ by the third year’s budget. 

The control options in this 
program allow the teacher to 
change the optimum percentage 
settings for each category of 
spending, check on the progress 
of each group,, and vary the £100 
million figure. This flexibility is 
invaluable in a real classroom 
situation and the teacher notes 
give sensible and useful ideas for 
the integration of the program into 
the overall context of the project. 

This is an excellent simulation 
which really does introduce to the 
pupils the concept of planning 
which lies behind the appearance 
of new housing developments. 

Water Purification System and 
Sewage Works : The main aim of 
each of these programs is to show 
the processes involved in water 
purification and sewage treatment 
and to introduce pupils to the 
specialised vocabulaiy involved in 
these topics. In the first program, 
the pupils are informed that a 
screen diagram will appear 
showing how water is made safe 
to drink. The flow of water through 
the process is shown by arrows, 
and if the pupil answers a question 
correctly, the arrow moves on to 
the next stage, with a scoring 
system keeping track of progress. 

Sewage Works follows the 
same sort of format, with 
questions based on diagrams. In 
both of these programs the 
diagrams are clear and easy to 
follow, and would be ideal for the 
teacher to use in a full-class lesson 
using a large screen TV. 

House Match 1 and 2. These 
two programs simulate a variety of 
different tasks and put the pupils 
in the position of having to think 
about the various problems 
involved in moving to a new 
community. House Match 1 
involves the pupils having to write 
to the Housing Officer to obtain 
accommodation. program 

offers structured help with the 
letter, prompting the user to enter 
the appropriate information such 
as address, date, details of the 
fictional family, number of 
bedrooms required etc. 

These details are then printed 
on the screen in the form of the 
actual letter, and a hard copy of 
this can be obtained. The user then 
leaves the computer to write 
another letter on his own for a 
different imaginary family. 

House Match 2 takes the 
scenario a stage further by putting 


oupils in the situation of being the 
Housing Officer who has received 
a letter requesting the allocation of 
a house for a new family moving 
into the area. The program aims to 
make pupils aware of the various 
factors which have to be 
considered before a house can be 
allocated. Seven types of house 
are available, and six families of 
varying status have to be 
considered. Pupils are asked to 
deal with each family in turn, and, 
after considering the graphic 
representation of the first house 
together with a description of its 
features, they must accept or 
reject it, taking into account a 
series of factors. 

When a suitable house has been 
selected, the program offers the 
oupils the model letter which the 
Housing Officer might write. This 
is one of the best programs in the 
whole suite, providing the focal 
point for a wide range of learning 
activities. If a printer is available, it 
is possible to issue the pupil with a 
print-out of family and house 
details so that they can reach their 
decision through discussion away 
from the computer, before coming 
to the micro to verify their choices. 
Another option allows the large 
size display of family and house 
information, and this would be 
ideal if the teacher wished to 
introduce the program to the 
whole class. This flexibility makes 
the program an extremely useful 
resource. 

Moving To A New Community. 

The aim of this program is to 
develop the pupils’ logical thinking 
in the context of moving a family to 
a new house. The screen display 
shows a random list of tasks which 
have to be considered when a 
family is moving house and the 
pupils must put these into an order 
of priority. Each of the 17 tasks 
have to be given a priority on a 
scale of 1 to 6 where 1 is a more 
important job than 2, and so on. 

When the pupils have com¬ 
pleted the assignment, the screen 
shows the chosen order of 
priorities with a tick against each 
correct placing. The pupils can 
have two more tries to get every¬ 
thing correct, and the program 
retains the answers of each group 
so that the pupils can return to 
work on the program at a later 
date. The teacher’s page allows 
the teacher to change the ordering 
of priorities, to delete groups, and 
to obtain print-outs. All in all, this is 
an excellent program which stimu¬ 
lates a tremendous amount of 
group and class discussion. 


COMMENTS 


1 


The New Community package 
represents tremendous value for 
money and covers an area of the 
curriculum which is increasingly 
seen to be important. A whole 
term’s work could be planned 
around the software, covering 
skills in language and number 
work as well as many other learn¬ 
ing activities. 















































Skill . Tactics.. 


.. Strategy .. Decisions . Excitement.. 


. Tension . Action 


FilTMLL i EMICIIT 

QUALITY STRATEGY GAMES from E & J SOFTWARE (Established 1984) 

EUROPEAN CHAMPIONS ★ NEW ★ - THE INTERNATIONAL CHALLENGE OF THE EUROPEAN 
NATIONS CUP - Genuine Nations Cup Format with full Random Draw of 32 Seeded Teams - Fixture 
List, Results and League Tables of ALL 8 Groups - Discipline & Medical Reports - Squad of 22 Players 
plus Other Players available - 17 Month Itinerary of Qualifying Group (Arrange Friendlies) and Finals - 
Plus many more Superb Features and Options. EUROPEAN CHAMPIONS includes E & J's MATCH 
PLAY SYSTEM an imaginative and exciting new style of match presentation which captures the 
ACTION, DRAMA 8 TENSION of International Football. 

WORLD CHAMPIONS - A COMPLETE WORLD CUP SIMULATION - Select Friendlies - 25 Players - 
Qualifying Group - 2 In-Match Subs - Discipline Table - Select Tour Opponents - Extra Time - Final 
Rounds - Players Gain Experience - 7 Skill Levels - TEXT MATCH SIMULATION including:- Bookings, 
Goal Times, Named 8 Recorded Goal Scorers, Injury Time, Corners, Free Kicks, Match Clock, 
Penalties - PLUS many more Features. 

PREMIER II - CAN YOU HANDLE ALL OF THIS? - Play all Teams Home & Away - Unique Transfer 
Market - Team 8- Substitute Selection - Named 8 Recorded Goal Scorers - Injuries - Transfer Demands 

- Continuing Seasons - Squad Listing ALL Teams Financial Problems - 7 Skill Levels - Offers to Manage 
other Teams - Sackings - Managers's Salary - Save Game - Team Styles - Bank Loans - AND many 
more Features. 

EUROPEAN II - THE MOST COMPLETE SIMULATION OF EUROPEAN CLUB FOOTBALL YOU CAN 
BUY - Home & Away legs - Full Penalty Shoot-Out (with SUDDEN DEATH) - 2 In-Match Subs - Away 
Goals count Double (if Drawn) - Full Team & Sub Selection - Extra Time - 7 Skill Levels - Enter your 
own PREMIER II Winning Team - TEXT MATCH SIMULATION plus Sending Off and Disallowed Goals 

- Results Table - PLUS MUCH MORE! 

CRICKET MASTER - A SUPERB SIMULATION OF ONE DAY INTERNATIONAL/COUNTY CRICKET 

- Weather, Wicket & Outfield Conditions - Batting & Bowling Tactics - Team Selection - Fast, Medium 
& Spin Bowlers - 4 Types of Batsmen - Select Field Layout - 3 Skill Levels - Wides - Byes - No Ball - 
Run Out - Misfield - Dropped Catches - Scoreboard - Batting & Bowling Analysis - Run Rate - Single 
Option - 3 Game Speeds - STAR FEATURE a complete MATCH OVERVIEW showing Ball by Ball 
Action and Commentary and MUCH MORE! 

TEST MASTER ★ NEW ★ A COMPREHENSIVE SIMULATION OF A 5 DAY TEST MATCH -Includes 
most of the Features of CRICKET MASTER and MATCH OVERVIEW plus Declarations - 
Nightwatchmen - Light Meter - Rain Stops Play - Varying Number of Overs per Day - Follow On - Save 
Game - New Ball - Bad Light Interruptions - TEST MASTER is a True representation of a Complete Test 
Match and offers the ULTIMATE CHALLENGE'to All Cricket Enthusiasts. 

CRICKET MASTER & TEST MASTER prices Include a FREE pad of SCORESHEETS 


Software 

availability 


Spectrum 
Any 48/128K 


Commodore 

64/128K 


Amstrad 

CPC 



Tape 

Disc + 3 

Tape 

5'A" Disc 

Tape 

3" Disc 

EUROPEAN CHAMPIONS 

£7.95 

£11.95 

n/a 

n/a 

n/a 

n/a 

WORLD CHAMPIONS 

£6.95 

£10.9J5 

£7.95 

£10.45 

£7.95 

£11.95 

PREMIER II 

£6.95 

£10.95 

£7.95 

£10.45 

£7.95 

£11.95 

EUROPEAN II 

£6.95 

£10.95 

£7.95 

£10.45 

£7.85 

£11.95 

CRICKET MASTER 

£7.95 

£11.95 

n/a 

n/a 

£8.95 

£12.95 

TEST MASTER 

£8.95 

£12.95 

n/a 

n/a 

n/a 

ji/a 


FANTASTIC VALUE: Special Discount of £2.00 for every 
EXTRA game purchased (e.g. buy 2 Games deduct £2.00 
from TOTAL - buy 3 Games deduct £4.00 from TOTAL - 4 
Games £6.00 etc). 

ALL GAMES are available by MAIL ORDER for 
IMMEDIATE despatch by 1st class post and include Full 
Instructions. (OUTSIDE UK please add £1.00 for postage 
and send payment in Pounds Sterling only). 

PLEASE STATE WHICH MACHINE AND TAPE OR DISC. 

Cheques or Postal Orders payable to E 8 J Software. 

Send to: E & J SOFTWARE, Room 3 , 37 Westmoor Road, ENFIELD, Middlesex EN3 7LE. 




Computer repairs 

Fixed Super Low Prices! 

Inclusive of parts, labour and VAT 


□ 


FIRST AID 
FOR 

TECHNOLOGY 


1 week turnround 
SPECIAL OFFERS 


SPECTRUMS £14 inc. + Free Game 
SPECTRUM 128 £16 inc. 

SPECTRUM +2 £18 inc. + Free Game 
SPECTRUM +3 £24 inc. 

SPECTRUM P.S.U. for sale £10 inc. 

SPEC JOYSTICK INTERFACE for sale £6.50 


VIC 20, C+4 £22 inc. 

AMSTRAD 464 £32 inc. + Free Game 

C64 P.S.U. for sale £20 inc. 

C64 £22 inc. + Free Game 

C16 £18 inc. 

BBC £32 inc. 

ELECTRON £19 inc. 


Please enclose payment with item - 3 month warranty on repair 
Please enclose advert with repair 

W.T.S. ELECTRONICS (CR) 

5-9 Portland Road, Luton, Bods LU4 8AT. Tel: 0582 458375. Telex: 265871 


AT LAST! 

SPECTRUM SPARES 

AT REALISTIC PRICES 
All prices include post/packing, handling and VAT 

SPECTRUM K/BOARD MEMBRANE £4.99 

SPECTRUM K/BOARD MAT £5.49 

SPECTRUM K/BOARD TEMPLATE £4.99 

SPECTRUM + MEMBRANE £9.99 

MODULATOR £9.99 

S/MANUAL £22.99 

Remember all prices include P & P, handling and VAT 

Full spares list available / Trade enquiries welcome 

Access/Visa. 24-hour T.A. service 
SPECTRUM REPAIRS £ 9.99 + PARTS 

ELECTRONIC SERVICES 

176 VICTORIA ROAD WEST, CLEVELEYS, BLACKPOOL FY5 3NE 
Tfel. (0253) 822708 


ULA6C001 

£11.99 

128k ROM 

£11.99 

Z80A 

£2.99 

7805 REG 

£1.49 

4116RAM 

£1.49 

SPEC PSU 

£10.49 


THE FOLLOW UP TO FOOTBALL DIRECTOR^ 

VSFDflU 


WARNING 

ONLY FOR THE 
SPECTRUM 128K 
+2 AND+3 


X THE SIZE 


GAME 


A 


JZ 


DISC OR TAPE 


£ 19.99 


CURRENTLY ONLY AVAILABLE BY MAIL ORDER 


FEATURES INCLUDE 


TRANSFER REQUESTS 
2-3 POINTS FOR A WIN 
SEE ALL CUP ROUNDS 
NON LEAGUES 
CUP FIXTURE LIST 
3 SCOUTS / EXTRA TIME 
7 YOUTH PLAYERS 
CONTRACT LENGTH 
WAGES P/W 
SIGNING ON FEE'S 
CHANGE CLUB 
PLAYERS AGES 

★ GOALSCORERS / LEAGUE 
CHANGE PLAYERS POS 
EUROPEAN OFFERS 

★ BONUS PAY 

★ INSURANCE / FORMATION 
BUILD STANDS 

ALTER TICKET PRICES 


ATTENDANCE 
TEAM SHIRTS 
LOAN PLAYERS 
TRANSFER LIST 
CLUB LOTTERY 
POLICE BILLS 
DIRECTORS 

★ TAX REBATE 

SEE ALL FOUR DIVS 

★ HISTORY PAGE 
REPAY BANK 
TEAM MORAL 
SACK PLAYERS 

SEE POSTPONEMENTS 
MANAGER OF THE MONTH 
POOLS PANEL 
VAT RETURNS 
VOTE OF CONFIDENCE 
INJURY TIME 


STAFF RETIREMENT 
FOUR LEAGUES 
20 TEAMS EACH 
38 GAME SEASON 
HOME & AWAY 
FA / LEAGUE CUPS 
REPLAYS/INJURIES 
EUROPEAN CUP 
U.E F.A CUP 
CUP WINNERS CUP 
2 LEGS / PENALTIES 
AGREGGATE / PLAYERS 
MORAL/SKILL 
FIELD POSITION 
SCORED/CONCEDED 
PLAYED / COACH 
PHYSIO / 3 LEVELS 
FIXTURE LIST 
P.W.L.D.F.A. PTS 


★ EXTRA TRAINING 
SUBSTITUTIONS 
SENDING OFFS 
MIDWEEK GAMES 
FREE TRANSFERS 
SELL & BUY SHARES 
RETIREMENTS 
INTERNATIONALS 
EURO TOURS 
MANAGER RATING 

★ PRINTER OPTION 
8 RESERVES 
PROMOTION 
RELEGATION 
WEEKLY NEWS 
BORROWING 
MORTGAGE 
SAVE GAME 
INTEREST/TAX 


SPONSOR / SACKINGS 
FULL RESULTS 
SEASON TICKETS 
TV. CAMERAS 
CROWD VIOLENCE 
APPROACHES 
TESTIMONIALS 
WEEKS PROFITS 
NAME / TEAM EDITOR 
L.M.T.G. COUNTER 
LEAGUE TITLES 


♦ MUCH MORE 


★ FEATURES NOT ON 
THE *2 (TAPE) 



TO OBTAIN A FREE CATALOGUE OF ALL OUR 
STRATEGY GAMES JUST ENCLOSE A LARGE S.A.E. 


OTHER GAMES STILL AVAILABLE BY MAIL ORDER 


FOOTBALL DIRECTOR(48K) m cm ■ ^ £9.99 

WEMBLEY GREYHOUNDS m o £7.99 

INTERNATIONAL MANAGER m cm ^ ▼ £7.99 

2 PLAYER SUPER LEAGUE cm cm £7.99 

RECORDS FILE m cm ■ £3.99 


SPECTRUM 48Km SPECTRUM 128K cm COMMODORE 64 ■ 

AMSTRAD CPC 464^ AMSTRAD CPC 6128 ^ _ 

PLAYING TIPS FOR ALL OUR GAMES £1.00 

Cheque/P.O. made out to D & H Games plus a large S.A.E. with 25p stamp 
attached. Please state clearly which game or games you require & for 
which computer. Also write your name & address on the reverse side of 
any cheques. Overseas orders please include £1.50 Postage & Packaging. 



DEPT c, 19 Melne Road, 
Stevenage, Herts SG2 8LL 
ENGLAND 

E3 7T (0438) 728042 


CONTACT: MANAGING DIRECTOR MR J. DE SALIS 
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PRODUCED BY GANG OF FIVE 
SPECTRUM CASSETTE £8.95 AND 
+ 3 DISC £14.95 

“ AM AZING, GOOD GAME LICENCE WHICH COMBINES 
ORIGINALITY WITH GRAPHIC SOPHISTICATION" 

, SINCLAIR USER 


Zimin Carnes 2 4 Vfstmn Yard, Ro/tolxdlo Road, London Wit 2I)X. 
















































The summer lull has hit adventures as strongly as 
arcade games. Fortunately the quality of mail-order 
adventures remains high; this month one even fea¬ 
tures a female main character. As there are plenty of 
female adventurers it might be a good idea if prog¬ 
rammers were to supplement their long list of 
heroes with one or two intrepid heroines ... 


ACHETON 

Topologika, £9.95 disk only 


Adventure , it combines a 
progressive science fiction 
scenario with the more 
traditional treasure-hunt theme. 

The Ruling Council of 
Acheton issues a monumental 
challenge to sentient life-forms 
everywhere: explore the planet, 
discover the secrets of its magic 
locations and risk death to find as 
much treasure as possible to 
boost your reputation as 
interplanetary challenger 

supreme. 

The journey begins modestly 
enough outside a farmhouse. 
You enter it and find a set of 


L ast month I reviewed 
Topologika’s Countdown 
to Doom , an extended 
(text-only) version of an 
adventure previously released by 
Acornsoft. Acheton , another re- 
release didn’t need any extending 
- it already had one of the most 
complex and convoluted 
adventure environments ever 
devised. Very much in the style 
of the archetypal Colossal 


CRASH June 1988 47 
































X 




standard adventuring 

equipment: an empty bottle, a 
bunch of keys and an oil lamp. A 
little more exploration reveals a 
massive network of bizarre 
underground caverns. Acheton 
is a planet of many secrets: 
magical laboratories, secret 
harbours, complex mazes, 
dangerous dungeons, gardens 
and cliffs are all concealed in a 
complex subterranean 

environment. 

There are numerous treasures, 
ranging from jewel encrusted 
orbs to antique paintings and 
violins. Unfortunately just 
picking them up isn’t good 
enough - you have to take them 
back to a safe near the entrance 
of the labyrinth. This is easier 
said than done - some routes are 
extremely difficult to negotiate 
while carrying certain objects. 
Should you try to close the safe 
door before you’ve collected 
enough, the Ruling Council gives 
sneering voice to its contempt. 

One of the more justifiable 
criticisms levelled at this type of 
game is that long stretches of 
time are spent wandering around 
sets of forbidding but mostly 
empty caverns. Not so Acheton - 
budding magicians need to have 
their wits about them all the time. 
Innocuous looking torture 
chambers are more than likely to 
spring into life, the plants in the 
wizard’s greenhouse are more 
dangerous than they look and 
gaping chasms are just waiting to 
swallow innocent adventurers 
up. Should you fall prey to a 
sudden and untimely death, you 
are given the option of 
reincarnation. If you choose to 
reject it your journey reaches a 
fitting end in the gloomy jaws of 
hell. 

Experienced adventurers will 
find one or two of the problems 
rather familiar. Inevitably you 
need to fill your bottle with water 
and recharge your lamp after a 
given number of turns. Going on 
to automatic pilot doesn’t always 
work though, as some seemingly 
obvious problems have deviously 
hidden depths. The Ruling 
Council has a nasty sense of 
humour and delights in leaving 
misleading clues. The one or two 
puzzles that you may have 
enough experience to solve come 
as a welcome respite from the 
high difficulty level that 
characterises the others. If you 
really do get hopelessly stuck, 
Topologika’s inbuilt hint system 
is always ready to help . . . 

For an older than average 
game Acheton has an efficient 
parser which responds to 
complex commands, including 
ALL and EXCEPT. There’s no 
EXAMINE command (you see 
everything you need to in one go) 
and no RAMSAVE option so it’s 
advisable to keep saving to disk. 

All those who fell in love with 


the Jewels of Darkness trilogy 
and adventures of that ilk 
?robably won’t be able to resist 
it. It’s definitely one of the best 
versions of that veteran genre on 
offer. Acheton is available for 


£9.95 direct from Topologika at 
FREEPOST, PO Box 39, Stilton, 
Peterborough, Cambridgeshire, 
PE73BR 


OVERALL 


87% 


THE JADE 
STONE 

Marlin Games, £2.95 
Author: Linda Wright 


L ife is all romance and roses 
for Amora. Daughter of 
Lord Senidea and heiress 
to the kingdom of Nulom, she is 
engaged to her childhood 
sweetheart Amanton. Fiance 
and father haven’t exactly been 
on the best of terms so when the 
evil sorceror Mallumo indicates 
that he is about to declare war, 
Amanton rushes off in a valiant 
attempt to sort him out. 
Amanton is no he-man - in fact 
he’s a bit of a wimp and it’s not 
much of a surprise when the 
ransom note arrives. While the 
enraged Senidea rallies his army 
and charges off, the aged Sajo 
suggests that Amora seek help 
from the magical powers of the 
legendary Jade Stone. 

Amora’s journey, which is 
divided into two parts, begins in 
the comparative comfort of her 
father’s palace and winds via a 
couple of villages, a forest, a 
marsh and a seemingly 
impassable canyon to the final 
showdown in Mallumo’s castle. 
To fit all the text into 48K, only 


some of the locations have 
graphics. Although carefully 
drawn, they’re hardly elaborate 
but definitely contribute that 
little extra to the atmosphere of 
the game. 

The descriptions are 
characterised by a wry, 
humorous tone. The EXAMINE 
command is particularly 
rewarding and very often 
initiates a pithy, light-hearted 
response. Your dad turns out to 
be ‘plump, short-tempered but 
generally harmless and 
extremely thick’ while before 
your very eyes, the white-haired 
Sajo is ‘getting older by the 
minute’. 

Amora encounters many 
travellers on her intrepid quest 
and a little measure of interaction 
is necessary with all of them. This 
is where the casting of a woman 
as the hero becomes particularly 
interesting. Success depends on 
a strange mixture of feminism 
and femininity. Unlike 
Amanton, Amora isn’t afraid of 
a little sword-play (she can more 
than hold her own when it comes 
to fighting a battle) but she lives 
in a world where (quite 
realistically) brain is as important 
as brawn: she often has to fall 
back on qualities of intelligence 


and compassion - what some 
people might call feminine 
intuition! Suffice it to say that it’s 
a good idea to take a needle as 
well as a sword on your 
travels . . . 

In fact, the puzzles are fairly 
straightforward (with some 
rather complex plot twisting 
towards the ena) and very 
suitable for beginners. Typing 
HELP often provides you with a 
useful clue and if you’re on the 
right track to a solution but 
haven’t got it quite right, the 
program almost always tells you. 
Time and co-operation are of the 
essence. Dither for too long over 
a problem and you may find that 
both lover and dad have been 
crushed before you’ve even had 
a chance to save them. 

The PAW ed parser accepts 
complex input and responds 
fairly well to different wordings 
of a particular command. There 
are the odd limitations but 
they’re hardly the sort to bring 
you to a grinding halt as you 
flounder for the right words. 
Interesting use has been made of 
adverbs. Rush into action 
without a moment’s thought and 
you may not succeed; behave 
with a little more care and, who 
knows, all your problems may be 
solved? 

Like Cloud 99, which gained 
75% last month, The Jade Stone 
(which has been around for a 
while now but for various reasons 
never reviewed) is an extremely 
refreshing and playable 
adventure. Its unusual and light¬ 
hearted tone should appeal to 


► The local down and out in The Jade Stone proves to be a mine of 
information - for a price . . . 
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beginners and veteran 
adventurers alike. At £2.95 it’s 
the sort of bargain you can’t 
afford to miss. Contact Marlin 


Games at 79 Briar Close , Nailsea , 
Bristol, BS191QG 

OVERALL 79% 


ENTER AT 
YOUR OWN 
RISK 

Teenware, £2.95 (cassette), 
£5.95 (disk) 

Author: Stephen Flint 

"X ou were just spending a 
quiet evening at home 
when suddenly your uncle 
stumbled in mumbling 
something about the old 
abandoned cottage where he 
spent his childhood. You’re 
inclined to dismiss his story - 
until you notice he has a 
crossbow bolt protruding from 
his back . . . 

On the way back from the 
hospital you stop at the cottage 
to investigate. A little 
exploration proves that your 
uncle’s ravings about a secret 
portal to another world were 
based on fact. Beyond an 
innocuous looking door lies an 
ancient land of magic and 
mystery encompassing 

mountains, forests, deserts and 
curiously old-fashioned towns. 

The environment of this two- 
part adventure, particularly in 
the cottage itself, is carefully 
described. The walls of the 
nursery, for instance, ‘are 
covered in faded, peeling 
wallpaper. Broken toys are 
strewn across the flower. An old 
yellowed poster on the wall lists 
the alphabet.’ 

The world beyond the magic 
portal is inhabited by a medley of 
helpful and hostile characters. To 
progress, a little social 
interaction is required; a good 
turn usually transforms a 
disinterested stranger into a 
helpful friend. Completing a 
series of tasks for (among others) 
a surly gardener, a puzzled 
herbalist and an injured wizard 
allows you to advance further in 
your initially mysterious quest. 
The more tasks you complete the 
clearer the purpose of your 
mission becomes. 

The potential for limited 
conversation is treated very 
realistically; people are much 
more keen to gossip about each 
other than to reveal facts about 
themselves. Once you’ve 


VIRUS 

S.A.E.C., £2.99 


T he future of Spectrum 
adventure games hangs in 
the balance. Mr X, a 
renegade Time Lord plans to 
infect all of them with a deadly 
character-killing virus. Doctor 
Goo leaps into his time machine 
and travels to the planet Alinam 
in a desperate attempt to stop the 


betrayed their trust, by 
attempting to attack for example, 
any chance of co-operation has, 
quite naturally, been forfeited. 
Occasionally people aren’t sure 
exactly what it is that you want; 
ask and you might just be lucky 
enough to receive. 

Puzzles are mostly logical 
although by no means always 
straightforward. The fact that the 
adventure consists of a fairly 
sequential series of tasks makes 
it easier to define immediate 
objectives. If you really do get 
stuck, typing HELP provides you 
with one or two clues. It’s 
important to note that your 
ability to perform certain actions 
depends on the status of your 
health. Fighting and eating 
reduce ana increase strength 
respectively. Typing ME or 
STRENGTH will inform you of 
your present physical state. 

Enter at your own Risk was 
written using Gilsoft’s PAW and 
exploits most of its excellent 
facilities. The parser accepts 
complex commands, X for 
EXAMINE and recognises 
RAMSAVE. It’s occasionally 
fussy about the exact input to 
complete a particular action and 
on one or two occasions you find 
yourself fumbling desperately for 
the precise words. Most actions 
can only be phrased in one way 
and more often than not there’s 
no indication of exactly how that 
should be. A few more clues in 
the object descriptions or a 
VOCAB command, to prevent 
verbal deadlock, would have 
been helpful. 

Despite these relatively minor, 
but occasionally very annoying 
hitches, Enter At Your Own Risk 
is a competently presented and, 
on the whole, enjoyable 
adventure with one or two 
strikingly innovative features. It 
doesn’t exploit the potential of 
the PAW to its full but, as long as 
you’re prepared to put up with a 
slightly pedantic parser, £2.95 is 
a small price to pay for a few 
hours of entertainment. Enter At 
Your Own Risk is available from 
Stephen Flint, 5 Harrison Road , 
Stapleford, Nottingham , NG9 
8GP. The disk version, which has 
no extra features, costs £5.95. 

OVERALL 60% 


dastardly plot. 

Alinam has two contrasting 
climate zones and a several 
amenities open to locals and 
tourists alike. Unfortunately 
they all require a certain amount 
of money - a commodity which 
the eccentric doctor patently 
lacks. A little exploration and 
careful searching provides him 
with a small number of coins - 
just enough to help him a little 
further in his quest. As long as he 
makes careful use of them and 
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KINGDOM OF HAMIL 


Topologika, £9.95 (disk 
only) 

Author: Jonathan 
Partington 

T opologika’s second slot this 
month concerns a troubled 
and divided kingdom. As 
the rightful heir to the throne of 
Hamil, you were kidnapped in 
early infancy. As you grow older 
you are able to devise plans for 
escape and, following a long and 
exhausting journey, finally reach 
the shelter of a primitive chapel 
within the confines of your 
disinherited land. It’s not long 
before you fall into a deep and 
dreamless sleep. 

As you awake you realise that 
the chapel is surrounded by 
enemies on all sides; to leave it 
would mean almost certain 
death. You notice a metal rod, a 
piece of slightly whiffy steak and 
a bicycle lamp. Perhaps there is 
more than one way of getting out 
of the chapel . . . 

The kingdom of Hamil turns 
out to be far from ordinary. In 
addition to the inevitable castle, 
it hides gigantic fountains, a 
bizarre museum and a complex 
system of underground caves. 
Exotic prehistoric time pockets 
are situated only a few steps away 
from treacherous mazes 
concealing untold treasures. 
Avoid sudden deadly rockfalls, 
try not to get cut off in a dead end 
and the crown jewels of Hamil 
may come within your legitimate 
grasp. 

Location descriptions are 
suitably atmospheric and often 
extensive. Success depends on 
careful mapping and re-mapping 
of the environment; of many 
possible routes only one or two 
will lead you to safety. Being 
buried alive in a chamber of the 
maze of Hamil or failing to 
negotiate prehistoric paths only 
to plunge to your death to 
become a tasty pterodactyl snack 
are occupational hazards. 

Ingenious variations on the 
labyrinth theme are designed to 
delight and frustrate. Maze 
lovers will spend hours mapping, 
saving to disk, checking and re¬ 
checking; lesser dedicatees might 
just take a peek at the inbuilt hint 
system, clues from which come 
in graduated form ranging from 
cryptic hints to mil-blown 
solution. 

As the future king of Hamil, 
you find a host of hostile and 
dangerous subjects. Pause for too 
long in one place and a huge rat, 
crow, aardvark or bat sweeps in 
to gobble you up. This lays 


obvious difficulties in the way of 
making a map but is also one of 
the easier hazards to avoid. As 
long as you keep moving you’re 
unlikely to end up on the menu of 
a gigantic mutants’ feast. A 
tyrannosaurus trampling towards 
you, a blood-thirsty vampire, a 
vindictive hobgoblin and a 
sobbing hexapod require a little 
more care. In some cases escape 
is the best (and only viable) 
policy; in others a little devious 
dealing might be of more help. 

Sudden death is obviously a 
constant hazard. RAMSAVE 
would have been a useful facility 
but on disk it’s not that sorely 
missed. 

Jonathan Partington teaches 
Mathematics in a Cambridge 
college and insists that his 
adventures have an inner logic of 
their own which isn’t always 
immediately obvious to the 
player. Kingdom of Hamil 
certainly creates a very bizarre, 
unpredictable atmosphere which 
makes its problems all the more 
challenging to solve. Topologika 
rates the difficulty level as 
medium. Although at first the 
puzzles might seem more baffling 
than that, they become more 
manageable once you’ve 
mastered the adventure’s slightly 
idiosyncratic tone. 

The parser is of standard 
Topologika complexity with the 
usual acceptance of commands 
connected by AND or including 
ALL and EXCEPT. This is my 
third Topologika adventure and 
I still haven’t got used to the 
absence of the EXAMINE 
command. A program that only 
responds with ‘I don’t 
understand’ when you attempt to 
look at an object more closely 
gives a constant reminder of its 
own limitations. All the potential 
for encoding clues in object 
descriptions is lost and there is no 
scope for further development of 
the atmosphere. In an adventure 
filled with bizarre creatures and 
even wilder landscapes, extra 
detail could only have been a 
bonus. 

A maze-based adventure with 
a difference, Kingdom of Hamil 
is bound to appeal to avid map- 
makers. Others will be attracted 
by the off-beat scenario, the 
combination of prehistoric and 
magical elements as well as the 
promise of an array of weird and 
wonderful Hamiltonian beings. 
Available from the same address 
as Acheton , Kingdom of Hamil 
retails at £9.95. 

OVERALL 78% 




























doesn’t squander away his new¬ 
found wealth in the amusement 
arcade he should be able to travel 
all over the planet, discover the 
secrets of the housing estate, 
learn of the sorrows of Tony, the 
chip shop owner and finally reach 
the nerve-centre of the virus 
operation itself. 

A little interaction with 
Alinam’s inhabitants, from witch 
to mechanoid droid, is definitely 
called for. There is ample 
opportunity for conversation 
although the violent approach 
can be as effective as a more 
concerned and compassionate 
one. The only language most 
traders understand, however, is 
the language of money. 

Whereas characters are likely 
to respond in a rational, if 
sometimes idiosyncratic manner, 
object-orientated puzzles are far 
less logical. You’re likely to hit 
on certain solutions by accident 
rather than design although 
occasional clues, given in 
response to the EXAMINE 
command or by other characters, 
should stop you from getting 
completely stuck. In moments of 
uncertainty it’s best to rely on a 
combination of imagination and 
the list of acceptable vocabulary 
called up by a WORDS 
command. Doctor Goo’s 
response to successful 
completion of a puzzle, in 
characteristically eccentric and 
scatterbrained terms, makes up 
for the trouble you might have 
experienced in attempting to 


solve it. 

Sudden death, claim S. A.E.C, 
is not a feature of this game. They 
speak with their tongue lodged 
firmly in their collective cheek. 
As everyonqjcnows, Time Lords 
never die - they simply undergo 
a continuous round of bodily 
transformations. If he’s caught, a 
particularly nasty 

metamorphosis is forced on the 
good Doctor Goo. Death is an 
impossibility but what could be 
worse than an eternity of living 
death? 

Virus , like The Jade Stone and 
Enter At Your Own Risk , was 
written using the PAW. As usual, 
the program accepts complex 
sentences (not including 
adverbs) and RAMSAVE. 
There is little allowance for 
alternative wordings of a 
necessary command but the 
vocabulary list usually helps you 
out on those occasions when 
you’re really stuck for words. 

Another example of a 
competent and slickly presented 
PAW ed adventure, Virus 
doesn’t exactly stand head and 
shoulders above the crowd. It 
does present a perfectly playable, 
light-hearted and enjoyable 
challenge, though, and as long as 
you’re not too fussy, is unlikely 
to leave you feeling cheated of 
your £2.99. Virus is available 
direct from S.A.E.C at 4 
Kilmartin Lane, Carluke, 
Lanarkshire ML8 5RT. 


OVERALL 


65% 





zzzz 


DRACULA 


MARK GOODALL is stuck in 
his nightmare. He can’t get into 
the pit near the beginning of the 
game or on to the bus. 


Homeless and hungry, DAVID 
ELLIS is still trying to get a room 
and a meal at the inn. 


CLIMB DOWN into the pit. 
CLIMB DOWN the well, 
examine the ashes and use the sign 
you find there to stop the bus. 


Examine the desk and ring the bell 
- when the man arrives sign the 
register. Go east to the dining 
room and order lamb and wine. 


HEROES OF 
KARN 

More questions from Mark. This 
time he wants to know how to get 
past the swamp lizard and how to 
deal with the dungeon guard. 

LIGHT GAS with the tinderbox. 
Use the bible to kill the barrow- 
wight. Take the money and use it 
to bribe the guard. 


MATT LUCAS 

TOBY BEN and LEE 
BEAVERSTOCK are both 
stuck in different places. Toby 
wants to know where and how to 
get the keys. Lee doesn’t know 
what password to give when he 
taps the gravestone. 

Knock on the door to enter Joe's 
Place. Turn the picture. 

Say OUT 
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GREMLINS 

Liverpudlian JAMES DUFFY 
has run into problems in the gar¬ 
age. 

OPEN VALVE, LIGHT 
TORCH, WELD SNOW, 

TAKE LADDER. You don t 
need the snowplough. 


IMAGINATION 

GRAHAM ALLISON from 
Stoke-on-Trent has sent in a very 
long list of questions: 

1 What’s the bucket of coal for? 

2 Where are the chips? 

3 How do I fill the oil can? 

4 What do I need to move the 
rocks? 


killing Urgas until you find the 
one that is carrying the small key. 
Use it to open the chest. 

THE PAWN 

RINO A ROSENVINGE from 
as far away as Norway has scored 
35 points so far and wants to 
know: 

1 Where do I find the water? 

2 How do I pass the guards? 

3 Where can I find a light? 

1 From the gurus hut go S, E, 
NW, NW. Climb to the top of the 
plateau and put some snow in the 
bowl. 

2 Give the note that Kronos gives 
you to the guards. 

3 Search the stump for a pouch. 
Mix the colours together. 


SUPERHEROES 

‘I finished The Guild Of Thieves first to congratulate you and offi- 
at 1.32 am on Sunday, 3rd April,’ daily welcome you to the ranks of 
claims Mr S R Lawson from the Guild of Thieves. ' 

Cumbria. The final message Congratulations, Mr Lawson, 

runs: The Master thief inspects the The Guild of Thieves Superhero! 
items you have ‘obtained ' and I wonder how long it will take 
says *Excellent - you got every - before we feature a Jinxter 
thing. This is a most impressive Superhero in Adventure 
performance, worthy of the Trail . . . 

Guildmaster himself. May I be the 


5 What do I do with the pyjama 
cord? 

6 Where do I find the food for the 
bat? 

7 How can I persuade the child to 
give me the yoyo? 

1 Drop the coals near the forest to 
melt the snow. You can also use 
them to attract the bull. 

2 In the dispenser. 

3 Fill the can when you strike oil. 

4 Use the pickaxe from the cell to 
smash the rocks. 

5 Paint it with the tin of black paint 
to get past the Japanese guard. 

6 Give her the icicle. 

(With thanks to JEFFREY 
WALKER) 

KENTILLA 

NATILIE RIPSHER has several 
questions: 

1 How do you carry the sword 
across the river? 

2 Is the black knife of any use? 

3 How do you enter the castle? 

4 Where do you find the rope? 

5 Where can I find the key to the 
treasure room? 

1 Say KENTILLA to teleport the 
sword. 

2 Give the black knife to Elva. 

3 Rescue Timandra from the 
swamp and return her to Zelda. 
She'll give you a lift. 

4 Give the Chief Cavezat a pre¬ 
sent. 

5 Wait for the Urga Maul to attack 
you in the dungeon. EXAMINE 
him twice to find the key. Keep 


WITH 

REGRET... 

Last month I failed to mention 
that Haggisoft’s adventure 
Monster is available only on 128K? 
cassette. (Put a witty comment 
here, Steve. Sorry, Sam - 
couldn’t think of one - Ed.) 


CLUBBING 

TOGETHER 

The Spectrum Adventure Club 
has asked me to give them a men¬ 
tion. They seek to bring together 
artists, designers and Spectrum 
programmers so that they can 
benefit from each others’ talents. 
Membership is 50p per quarter 
and newsletters are issued every 
two or three months. Anyone 
who’s interested should contact 
the club at 2/ Winchester Avenue, 
Cardiff ; CF3 7BT 


Bamboozled? Successful? 
Smug? Bemused? Send 
your tips, queries and com¬ 
ments on adventures old 
and new to SAMARA’S 
SIGNSTUMPS, CRASH, 
PO BOX 10, LUDLOW, 
SHROPSHIRE SY8 1DB. 


The most interesting are 
published but I’m afraid 
that personal replies aren’t 
really possible. 























































GET INTO CRIME! 

In the late 1990’s the streets of New York are a Jungle. 
You are the ice cool leader of a gang of drug crazed 
terrorists. Your main goal is to become the richest, 
toughest and most notorious gang in the city. 






FREE! 


§©? 


SEND YOUR NAME AND ADDRESS TODAY FOR YOUR FREE TRIAL OF 
IT'S A CRIME THE WORLDS MOST POPULAR PLAY-BY-MAIL GAME 

Write to:- 

KJC BABIES, PO BOX 11. CIEVELEYS. BLACKPOOL. LANCS FY5 2UL. 






























































































































































































































































































































CRISIS? 

-WHAT 

CRISIS? 


BRENDON KAVANAGH presents some more 
readers’ reviews and reports on the progress 
of Avalon’s inhabitants ... 

READERS’ REVIEWS 


Flaming June already. How time 
flies when you’re having fun, eh? 
The PBM hobby is swelling -1 have 
so many offers, news items and 
letters coming in that I don’t know 
what to do with them! Not that I’m 
complaining; keep those letters 
rolling in, I’ll find space to fit them 
in sometime ... Anyway, there’s 
plenty of good stuff here for you 
this month: the long awaited 
review of Crisis is here at last, as is 
a report of the goings on in Avalon. 
And let’s not forget the generous 
offer from Spellbinder Games: 
FREE start-ups to all CRASH 
readers who write to Spellbinder; 
an offer unlike any other! 

Crisis is a low priced and, shall we 
say, not over-complicated PBM 


strategy game. For some time now 
CRASH reader reviewers Mark 
England and Graham Rogers 
have been giving the game a good 
hard play. Graham has kept in 
touch with me on a regular basis 
since his start-up and it would not 
be true to say that he has 
encountered no GM problems. At 
one point he was dropped from a 
game for ‘running out of credit’ 
(which he didn’t exactly do) but 
after a while good old Colin (Colin 
Filburn of Mystery And Adventure 
Games - the GM!) came to his 
rescue and got Graham started up 
once more. I understand that his 
second attempt was fairly 
successful! 

Now then, on to the End Of 



CREEPHOUSE 

THE PLAY BY MAIL GAME 

Become a creep, slime or wulf & try to be the first to escape the.^yj gj 
, most darkest, meanest haunted house in America. You will be^^A 
^competing against 40 other piayers & 60 computer controlled 
-monsters. Aiiut 

Creephouse is a new play by mail game & uses ‘3D Adventure- 
Vision’ which allows you to push & stack all the Creephouse fur¬ 
niture, fight other players & 9 different types of monster, and 
move north, south, east, west, up and down-; featuring; 

Trapdoors, blood barrels, garlic, stakes, gobble plants, vampire^ 
women, skeleton keys, locked doors, and much much more. ^ 

Turns are 90p each. The RULEBOOK, FOUR 3D FLOOR PLANS OF 
THE HAUNTED HOUSE, ENTRY CARD & TWO FREE TURNS are(£ ^ 
free. Just send your name & address to Project Basilisk (Crash), n , 
PO BOX 24, Sheerness, Kent. We will return a free Creephouse JteSfc j 
starter pack within 8 days. 

.FREE OFFER. 



Game report. Sadly I do not have 
enough space to print both reports 
this month, but here is Mark 
England’s view of Crisis for your 
reading: 

A common complaint of postal 
gaming is that PBM games can 
often be slow to develop at the 
start of the game. In Crisis I found 
no such problem! The player is 
thrown into battle from the word 
Go!, and for the rest of the game 
there is little break from the 
bedlam of war. I’m sure that 
players rarely have more than one 
turn in a game of Crisis without 
action on at least one of their battle 
lines. By turn 20 in the game I 
played, only three players 
(including myself) out of the initial 
nine had survived. 

Despite the excitement and 
speed of development, I do feel 
that Crisis has several 
shortcomings. Although it makes 
no pretence of being a complex 
strategy game, gameplay is still a 
little shallow and limited. The 
whole plot of the game could be 
simplified to the general elements 
of moving your troops around the 


map (too small in my game but 
now improved and enlarged), 
‘nuking’ your opponents and 
building factories to raise more 
money to recruit more troops, 
manufacture more missiles and 
more factories ... Quite simple 
really. 

The turnsheet is nothing 
spectacular but it conveys the 
information required with 
accuracy. It lets you know where 
the action is, who is firing missiles 
at whom, who owns what (if you 
know what I mean), and how your 
own position stands. 

Each turn, all players receives a 
newsletter containing general 
news and news specific to their 
own game. The best section of this 
small organ is The Rumour Board. 
This is where player interaction 
takes place. (Slanging matches 
are a regular occurrance here I can 
assure you! But all in good 
humour, of course.) 

To conclude, I have enjoyed 
playing Crisis (mainly because of 
the speed of play). However, I do 
find it a touch simple when 
creating strategies and I’m not 
sure if I would play the game again. 
However, I do believe that the 
game makes an ideal start into the 
world of postal gaming, mainly 
because it’s cheap and not over¬ 
complicated. But I doubt that the 
serious gamer would enjoy Crisis. 

ME 

So there you have it, Crisis finally 
covered! A new developed version 
of Crisis is on its way with a larger 
map and revised rules - effectively 
a new game by all accounts. I 
eagerly await receipt of further 
information ... 


SPECIAL 

START¬ 

UP 

OFFERS 

Chris Dempsey of Spellbinder 
Games has been kind enough to 
offer MAILBOX readers free start¬ 
ups in a selection of the 
Spellbinder Games. To be quite 
honest, Chris offered these 
niceties many moons ago. Still, 
here they are now: 

Spiral Arm is a low(ish) priced 
strategic science fiction wargame, 
very popular in the Flagship 
ratings. I have never played this 
game but every now and then 
somebody says something kind 
about the mixture of economics, 


warfare, strategy and diplomacy 
involved. Spiral Arm is a game 
involving exploration, the 
colonisation of other worlds, a bit 
of scrapping and a fair amount of 
imperialism on a galactic scale. 
Players who do not like fiddling 
with numbers should perhaps 
avoid this one, otherwise the offer 
of free start-up, rules and first 
three turns is a good one. 

Keys Of Bled is an old but 
much-enjoyed fantasy game. The 
plot? You were the captain of an 
interstellar colony ship. You have 
since been forced to crash-land on 
a dubious world - all that survived 
the crash was yourself, 200 
colonists and some livestock. It 
comes to your attention that 
intelligent life exists on the planet, 
that you will not be rescued (no 
SOS was made), and that you have 
the resources to survive on the 
new world. Here, the game starts. 
You decide upon your own 
objectives and play the game with 
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the aim of developing your 
character as you wish. The game 
mechanism is very flexible to allow 
you to do this. Keys Of Bled is a 
very well established game with a 
good following. FRP fanatics may 
enjoy this one. Again, the offer is 
free start-up, rules and three turns. 

Worlds In Conflict was 
featured in my write-up of this 
year’s PBM Convention. Anyone 
who tried to write to the address 
will have realised that it was 
incorrect. Oops! Anyway, Worlds 
In Conflict was described to me at 
the convention as a Play By Mail 
form of the TV science fiction soap 
opera ‘V’. Factionalised alien 
invaders battle it out against 
factionalised human defenders of 
the planet Earth. There are 22 
player positions in the game; 14 
nations (USSR, USA and so on) 
and eight alien ships. The game 
strikes me as being a very complex 
one - a lot of economics and 
diplomacy is required just to 
survive, let alone attempt to win. 


Combat is split into nine'sections 
(these involve different types of fire 
and manoeuvres) and so must be 
carefully thought out. This is not a 
simple game of the bang-bang- 
you’re-dead style: it’s one for the 
thinkers amongst us - whoever 
they are. Once more, the offer is a 
free start-up, rulebook and first 
three turns. Not bad at all. 


Right then, there you have it. 
Games there for all tastes, I 
reckon. Ah yes -1 mustn’t forget to 
let you know that Spellbinder have 
a new season of Phil Shulkind’s 
Kickabout football game starting 
in June. There you are, I 
remembered. If you wish to take 
advantage of any of these offers 
then you can write to Spellbinder 
at PO Box 60, Wath-Upon - 
Dearne, Rotherham, South Yorks 
S63 7PR. Don’t forget to send an 
SSAE if you are wanting further 
information on any of the above 
games! 


CHRONICLES OF 
THE KNIGHTS 
OF AVALON 


Finally, here it is. An almost up-to- 
date report on what’s going on in 
the world of Avalon. All five special 
CRASH games are going well, 
although the earlier games are a 
little more active than the later 
editions. Approximately 300 
players are left in the running for 
Jade Games’ prize to the winner - 
that elusive castle soon to be 
pictured within these very pages. 
Speculation could be made, but I 
feel it is too early yet to point out a 
possible victor. Unconfirmed 
reports have reached my ears that 
in April several young Squires 
were promoted to Knights. 
Congratulations! Your glory will be 
shared with the public next issue. 
As at turn number seven the top 
four placings were as follows: 

1 COGAN LISTER 

(Squire - Game One) 897 
points 

2 BORAGO THE BIBULOUS 

(Squire - Game Three) 863 
points 

3 FRIKKON FIVE FINGERS 

(Squire - Game Two) 844 


points 

4 KING D’SUSILIS MARAU 
(Squire - Game Four) 761 
points 

Well done, keep it up! 

I was interested to note that 
BORAGO THE BIBULOUS in 
Game Three was 200 points ahead 
of his nearest rival in the same 
game (TELTRABB OF 
ULDARLAN). Keep trying, guys, 
that castle could be yours yet! 

Let us eagerly look forward to 
next month’s update. Has COGAN 
LISTER been made a Knight Of 
Avalon? Arggh!, the suspense is 
killing me .. . 


COMING SOON: 

KJC GAMES 
SPECIAL 

MAILBOX pays a visit to the KJC 
Offices at Cleveleys, centre of 
the Universe (alternatively, the 
middle of nowhere...?) 


PLAY- BY- MAI L 


A UVM§ 

/dveHWre 


Over 25,000 mapable positions; Unique line of sight vision; Over 20 different 
types of armour and weapons to choose from and dozens of different items to 
trade with; Play a mon-oger or human; 1000’s of individual npc characters to 
hire, trade with, fight, speak to or learn from. 

There are thousands of creatures within the land of Dark Blades, all are different and 
even the lowliest has OVER 70 elements built into its make-up to make it a true 
individual, with its own reactions and, dare we say. LIFE? Using the unique Gamma 
Operating system to control the game has created a living world inside a computer, 
where the game' could go on even without players. You complete 10 tasks before being 
given your final quest’ and the first player to complete their quest wins their game and 
receives free game play in another game, as well as a chance to become the Champion 
of Champions!’ 


I DARK BLADES 


Don't delay the exciting experience 
of playing a LIVING ADVENTURE — 
send for your start-up package now!! 

The start-up package costs £5.00 and for this you get a rule 
book, full colour A2 poster-size map and two free turns, all 
enclosed in a full colour box to help you keep your turn sheets 
tidy. Further turns are £1.25 each - and we mean £ 1.25, there 
are no "HIDDEN” extras. 


1st Prize 

HACKER 

the Golden Dragon 


Dark Blades Play by Mail 
prise for the Champion of 
Champions. Hacker is 
22ct Gold Plated and 
valued at OVER £1,000! 

Size: Approximate wing span of 12" 
and measures 12" in length. 


Send your £5.00 (cheque/cash/postal order, no coins 
please) to: STANDARD GAMES PBM, Arlon House, 
Station Road, Kings Langley, Herts WD4 8LF.. or if 
you’re STILL not convinced send a stamped addressed 
envelope for more details. 





















































COMMUNICATIONS 


THE FUTURE’S SO 
BRIGHT... 


PAUL EVANS finally manages to go M.U.D. 
wrestling 


If I went up to someone in the 
street and said ‘I like M.U.D.’, then 
they would probably think I was 
nuts - and I’d agree with them! 
However, if I said the same thing to 
someone on a Prestel chatline (or 
any other chatline for that matter), 
they would say ‘Oh, that’s nice’, or 
something equally boring. Street- 
cred chatters might say ‘Great! 
See you on Shades in two 
minutes!’. This is because Shades 
has become the only decent 
M.U.D. to be seen in. 

‘Ah, but what has Prestel or 
Shades got to do with a solution of 
soil and water?’, I hearyou cry. The 
answer is: absolutely nothing, as 
in this case M.U.D. stands for 
Multi-User Dungeon. A Multi-User 
Dungeon is an adventure with a 
difference. For one thing, you need 
a modem to play it. Got it yet? You 
also need lots of friends with their 
own computers and modems. 
Taken the hint? For the denser life 
forms among you, the idea is that 
you all play the same adventure at 
the same time. You can interact 
with each other, try and come up 
with a solution or just wander 
around spoiling everybody else’s 
fun. As you have probably gues¬ 
sed, M.U.D.s have potential for 
great growth and exploitation. 

Once you have linked people 
together to play a game, your 
imagination can run wild! The first 
M.U.D. (called M.U.D., amazingly 
enough) was set up in the early 
eighties. At the time everyone was 
very enthusiastic and M.U.D. 
achieved cult status amongst 
comms users. It allows particip¬ 
ants to take on different per¬ 
sonalities, which I think is a great 
advantage; all your innermost feel¬ 
ings can be released through man¬ 
ipulation of your character. If you 
have a particularly nasty streak, 
then create a barbarian and 
slaughter people just for fun! How¬ 
ever, the adventure side of the 
original M.U.D. was, in my opinion, 
very limited and hardly matched 
the standards of games such as 
The Pawn or even The Hobbit. 

No other M.U.D.s appeared for 
a long time after the original until 
Micronet took interest in what a 
certain programmer in Greater 
London was up to ... 
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THE ARCH-WIZARD 

In a small cave near Gatwick air 
port, a mystical arch-wizard was 
hard at work. As a final tribute to 
himself, he decided to transfer his 
great epic on to a computer. His 
journey into the land of Shades 
would take some time to chronicle; 
suffice it to say, he worked long 
and hard. As the days passed, he 
fed more and more information 
into his advanced abacus until his 
task at last came to an end. All his 
memories of the land and its 
inhabitants had been entered into 
his PDP11. The adventurers of this 
earth could finally gaze upon the 
product of his wisdom and try to 
solve the puzzles that it had taken 
him ages to create. At last they 
would see the magical land of 
Shades! 

Micronet purchased the 
wizard’s knowledge from him and 
granted many users access to his 
computerised wonderland. The 
wizard was allowed to retain all his 
original power and became known 
as mighty Hazeii, the Arch-Wizard, 
who has complete control over the 
system and its users. 

So now all you ’netters have 
access to Shades, I’d better tell 
you a bit about it. Shades is a large 
improvement on the original 
M.U.D. and integrates a complex 
adventure with the multi-user facil¬ 
ity. Its presentation is very similar 
to Teletalk’s. A few years ago, 
even to think of being able to scroll 
text on a Viewdata screen was a 
sign of madness. However, follow¬ 
ing extensive study, Hazeii finally 
came up with the goods. His 
method is quite simple; the text 
makes its way down the screen 
and, when it reaches the bottom, 
goes back up to the top. It’s not 
perfect scrolling, but for Viewdata 
it’s quite good! Shades is pre¬ 
sented in this format with a line 
reserved at the bottom for entering 
text. Just type your line, press 
enter and the result is printed in 
the scrolling box. From now on just 
treat it like an ordinary adventure. 

Your initial task, when entering 
Shades for the first time, is to 
create a new persona. This 
involves choosing your name, sex 


and password. You use this pass¬ 
word to gain entry to the system 
every time you play. Once in the 
playing area, you are free to roam 
as you please. You can move 
around trying to earn points and it 
won’t be long before someone or 
something grabs your attention. 

The aim of the game is to win 
points by collecting treasures and 
putting them to interesting use! I 
won’t say exactly how as this is 
obviously part of the game. The 
more points you accumulate, the 
higher your rank goes. You start at 
novice and can climb up the very 
long promotional ladder to wizard. 
There are about 18 different 
categories which have a variety of 
different names. Once you have 
attained the rank of wizard (for 
which you need 50,000+ points) 
you become all-powerful and can 
kill any player with a flick of your 
little finger. Fun, eh? It’s a long 
route to the top, though, and the 
almighty category of arch-wizard 
(a ‘god’) can only be awarded by 
Hazeii himself. To my knowledge 
only two arch-wizards, including 
Hazeii, exist. 

SHADISTS 


The game is set in the land of 
Shades, a typical fantasy adven¬ 
ture environment. There’s the 
inevitable ruined city, the river, the 
mystical wood and the castle. Get¬ 
ting into this fortress requires a 
slightly more indirect approach 
than just lowering the drawbridge. 

It’s feels as if the world actually 
exists because wherever you go, 
there are REAL people to talk to! 
Interaction between players takes 
up a lot of game time. You can kill, 
steal or do equally unpleasant 
things to other players who can 
then do nasty things to you. If 
you’re feeling sociable then you 
can converse with other particip¬ 
ants. If these players are very nice 
people they might help you; quite 
possibly they’ll be asking for 
advice themselves. 

You can go for a chat in the vil¬ 
lage pub where I found out just 
how much Shades has become a 
way of life for its users. Whilst talk¬ 
ing to a Shadist about the fact that 


Genesis was the only group worth 
listening to, I was approached by 
another player who had used his 
fighting power to become a 
mercenary and was trading points 
for contracts on anyone lower than 
his rank! I think this sums up the 
way Shades works; it has created 
its own universe and has many 
groups that work together, as well 
as independently of each other, to 
try and beat the system (warning: 
not all groups should be trusted - 
some are keen to seize your 
power!). 

I think by now you should have a 
good idea of how Shades works. 

Its parser is fairly basic but some 
of the interaction commands are 
very good. All the commands for 
TeleTalk (such as ‘POGO’ or 
‘ SMILE’) are available and a full list 
is given in the on-line instruction 
manual. My favourite is the 
EMOTE facility. This enables you 
to perform actions that will be dis¬ 
played to their users. For example, 
When you type ‘EMOTE bashes 
his head against the wall’, the 
others see ‘Paul bashes his head 
against the wall’. Loadsa fun! 

If you dislike the Viewdata scrol¬ 
ling facility then you can switch to 
the normal scrolling format but this 
requires scrolling software (availa¬ 
ble on VTX Editor). The display is 
much better and easier to keep 
track of. 

The price of this pleasure is 
1 -62p per minute (£1 an hour) if you 
are a member of Micronet, or 3p 
per minute if you are only sub¬ 
scribed to Prestel. It’s worth every 
penny. 

It’s almost impossible to sum¬ 
marise this journey into the 
unknown. All I can say is that it is 
the only real goal for the adven¬ 
turer looking for a bigger chal¬ 
lenge. Instead of interacting with 
standard computer characters 
(whose reactions are predeter¬ 
mined) you are faced with real 
people whose actions will be dif¬ 
ferent in every game you play. 
Some will stop at nothing to rob 
you of your treasure or power and 
really nasty Shadists won’t hesi¬ 
tate to take pot-shots at you! You 
have to play it to sample the sense 
of reality. If this is only the begin¬ 
ning of M.U.D.s then we’re in for a 
good time!! 

The bottom line is: When on Pre¬ 
stel, type ‘*SHADES$’! 


NEXT MONTH 


I’m hoping to get a bit of an exclu¬ 
sive for next month, so to keep it 
that way I’m not going to tell you 
what it is! If there is room left after 
that, I’ll have a look at home-shop- 
ping on Prestel. See you next 
month! 

































ATARI ST 19.99d 
AMIGA 24.99d 
IBM PC 19.99d 


CBM 64/128 9.99c 
SPECTRUM 8.99c 
AMSTRAD 9.99c 


GIANTS OF THE VIDEO GAMES INDUSTRY 


. . . mmm en years have passed since the devastating f .. 

1 I war when the enemies secret Zargon 

I missiles destroyed our civilization. ^ 

I The only hope we have of regaining our home 
_ ** I world and re-building our lives lies in the jg 

I hands of our elite force of Bionic Commandos. *»*§!«•••» .■» ■ 

gPHf With their telescopic limbs, sophisticated || tmmmw+ss;-’ 

¥ I weaponry and bionic power they must s JtKKtk 

''f ft I infiltrate the enemy bases, destroy the deadly fflRB 

ip I foe and neutralize their doomsday weapons. 

Your skill and their bionic powers are our only ^ Jill 

GO! Media Holdings Ltd., Units 2/3 Holford Way, Holford, Birmingham B6 7AX. Tel: 021 356 3388 


Screen shots from ATARI ST version. 
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£ 44-95 or £49-95 _ 

(''FOR THE SPECTRUM +3l 




‘THE PLUS 3 DISC SOLUTION’ 


(Sinclair User) 


I “If you want to use commercial Spectrum software with the Plus 3 you MUST i 
also buy a Romantic Robot Multiface 3, or Amstrad’s disk drive will be/ 
useless with commercial software. The Multiface 3 is the ONLY reliable way/ 
to copy Spectrum programs to disk.” (Computer Shopper) 


FAti TASKS 
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“Any 128K+3 owner will find it a wonderful device, indispensable even.”^ 
_ (Sinclair User) 

“A GOOD REASON TO f iJJJiJiliJJJil BT 

BUY SPECTRUM+3” 

(Crash) > iiiiliiilhglil liil>nluil Bi fl !5i^i^ BT “ J ^? ,, »ii 


THE ULTIMATE SPECTRUM 
PARALLEL PRINTER INTERFACE. 

NSTANTLY usable (software in ROM). LUST. LPRINT 
and COPY plus a unique FREEZE BUTTON to stop any 
program and change any printing parameter (mcl. COPY 
size* & types, LINE feed, width, spacing, all margins, etc.) 

Also fully PROGRAMMABLE in BASIC. 
Menu-dnven, a JOY TO USE. Built-in MULTI-TOOLKIT. 
# With 1.2m printer cable. 
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MULTIFACE can stop ANY program at ANY point and 
COPY it to disk/cartndge/wafer/tape. It works every time, is 
FULLY automatic, menu-driven, user-friendly, idiot-proof. 
Absolutely EASY to use - just load a game, push a button to 
FREEZE it and let MULTIFACE COPY it. Option to SAVE 
and COPY screens. Most efficient COMPRESSING. Built-in 
unique MULTI-TOOLKIT - essential for poking, hacking, etc. 
8K RAM. extension - vital for GENIE. LIFEGUARD, etc. 
MULTIFACE; I has a joystick interface and works m 48K mode, 

MULTI-FACE I 28 (not for Wafadnvcs) m 48 & I28K mode. 

Disciple and 4 - D versions on request. 


Screens can be copied to printer, saved to tape/m'drive/disk, 
incorporated into other programmes, animated (6 different 
screens can be held by VIDEOFACE and changed as you wish. 

VIDEOFACE is menu-driven, fast and very easy to use - all you 
need is a Spectrum. COMPOSITE VIDEO signal and a lead. 
You can even adjust the grain (the black and white ratio) and 
create special effects! VIDEOFACE is a unique, most useful and 
Dowerful add-on - and it is also SO much fun and joy. 
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All prices valid strictly by mail-order 1.5.1988 - 30.6.1988 
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enclose a cheque/PO for £. 1+ d&p to 

r debit my E 3 231 No| I 


Name.Card expiry 


Address 
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Overseas 


MULTIFACE ONE 

GENIE ONE 

E 39.95 □ 

E 6.95 □ 

MULTIFACE 128 

GENIE 128 

£ 39.§5 □ 

C 6 .95 □ 

IMULTIFACE THREE 

£44.95 □ 

M3 w/through port 

C 49.95 □! 

MULTIPRINT 
LIFEGUARD 
SPECTRUM 4-3 DISCS 

C 29.95 □ 

£ 6.95 □ 

C 2.75 □ 

VIDEOFACE DIGITIZER 
MUSIC TYPEWRITER 
SPEC. +3 TAPE LEAD 

£ 39.95 □ 

C 7.95 □ >| 
£ 2.95 □ »l 


54 Deanscroft Ave. London NW9 8EN j£i 24 hrs 
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fear n 1 an unpleasant often strong 
% emotion caused by anticipation or 
j|8iv : awareness of danger 2 anxiety, 
mg. solicitude 3 profound reverence 
I:} and awe, esp towards God 4 reason 

for alarm; danger 

fear vt 1 to have a reverential awe of 
< ~ GfldK jL to be afraid of; 
consider or expect with alarm ~ vi 
to be afraid or apprehensive 
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STEPHEN KIM i 


THE WORLD 
OF 

FANTASY 

AND 

HORROR.. . 


|H /JB is a stunning new 

JL^XjL JLmmagazine. A publica¬ 
tion that will chart a wondrous 
course through the thrill of Fantasy, the 
dark dread of Horror and the mindblast 
of Science Fiction. These three related 
genres make up today's biggest single 
interest area in fiction, films and video, 
and now the essential reading 
companion to this absorbing world is 
here at last. A magazine created to 
reflect the atmosphere and colour, the 
frisson and savagery of the imagination 
of the world's great writers and 
directors. 

In Close Encounters Of The Third Kind , 
when the gathered scientists all stare 


skywards as the vast mothership regally 
descends, the emotion writ large upon 
all their faces is one of fear. And yet, 
clearly, they are not terrorised, horrified 
or even frightened - they are in awe; 
and later, their state of awe turns to one j 

of reverence at the astonishing event i 

they are witnessing. 

Yes, fear does mean the state of mind 
traditionally associated with the word, . 

but it also implies awe, reverence and - 
most importantly - wonder. 

FEAR is a publication that will keep 
you informed, is bound to make you 
think - and will definitely chill your 
bones. It will be Britain's glossiest and 
most stylish Fantasy and Horror j 

magazine ever - so let it gnaw its way 
into your life ... (j 

STEPHEN S 
GALLAGHER i< 


* 


BOOK REVIEWS 


Films may be the most 
obviously visual outward 
expression of the Science 
Fiction, Fantasy and 
Horror genres, but the 
heart and core is its 
literature. Hundreds of 
titles are released every 
year, forming one of the 
largest slices of the book 
market - yet there has been 
almost nowhere for you to 
read reviews - until now. 
FEAR will be in the 
forefront of bringing you 
authoritative reviews of 
the very latest fiction from 
both sides of the Atlantic, 
often using well-known 
novelists as critics. And 
FEAR won't be ignoring 
the news element, letting 
you know what to expect 
and look out for in the 
world of books. 


FILMS - VIDEO 


Fantasy films for the cinema have been big box-office since 
Star Wars , and with the advent of the video player, hire 
cassettes and masterpieces such as Halloween and Hellraiser, 
it has grown into a multi-billion dollar affair. 

With special correspondents already in position in the 
United States, FEAR will bring you the very latest 
production news, interviews, profiles and - most 
importantly - reviews on films well before they are available 
in the UK, with the emphasis on plots, implementation, 
special effects and the creative drive of the directors and 
actors behind them. And that's not forgetting the many 
productions which never even reach the cinema, intended 
as they are for direct video 
distribution - another 
crucial area in which you 
will be relying on FEAR to 
let you know what's 
happening, when, how it 
was done and by whom. 


■ * ^ * 






































is a not-to-be- 
missed exper¬ 
ience in terror and awe, wonder and 
excitement, and it starts on June 16, 
priced £2.50 - with extra special sub¬ 
scriber discounts - see the details! 


FEAR 


In your first issue: 


THEY LIVE! 

Film maker John Carpenter on his latest 
offering PRINCE OF DARKNESS 

SKIPP and SPECTOR 

Brilliant new writing duo from the States, 
tel all on their new book THE SCREAM, and 
their collaboration with CLIVE BARKER on 
the forthcoming film THE BRIDGE 

OKTOBER 

Best-selling author STEPHEN 
GALLAGHER quizzed on his new hardback 
offering and VALLEY OF LIGHTS - out in 
paperback 

NEIL JORDAN 

The creator of COMPANY OF WOLVES on 
his latest offering 

CUT! 

We find out how the British Board of Film 
Censors decides on what we are allowed to 
see - and your chance to air your views! 


FEAR FICTION! 

When little girls want revenge, teachers 
should beware 

THE EYE OF CHILDHOOD 

Ramsey Campbell paints in blood . . . 


Time-telling can go wrong for 

THE DANDELYON WOMAN 

SF terror from Nicholas Royle 


And a mystery story (he won't tell) from 

Shaun Hutson 


FICTION 


One unique aspect to 
FEAR will be immediately 
apparent: fiction. For 
the first time in years, 

FEAR will represent a vital 
outlet for short stories. 

We are commissioning internationally 
famous, best-selling novelists from the 
Fantasy, Horror and Science Fiction fields 
to write short stories for FEAR. Most of 
these authors love writing short 
stories, yet have very few publishing 
outlets for them and there is a huge 
readership begging for them. You can 
certainly expect to read stories from the 
pens of writers such as Shaun Hutson, 
Clive Barker and Ramsey Campbell in 
the first few issues. Not only the 
famous are catered for though, FEAR 
will also be looking for contributions 
from outstanding young writers who 
have not yet had the opportunity to 
publish - a chance, perhaps, for you to 
shine as well! 


CLASSIFIEDS 


You will want to contact thousands of 
other like-minded readers with low- 
cost small ads, whether you want to 
buy, swap or sell something, find pen¬ 
pals, discover access to private 
collections of knowledge for research 
purposes, advise others of club and 
society activities or let them know 
about your fanzines. FEAR's reader 
classified section will probably be the 
best way of doing it, and you can place 
a small ad for as little as £3.00 for 35 
words (and a better deal exists for 
FEAR subscribers). The Personal 
classifieds are not open to trade 
advertising, but small ad semi-display 
rates are available on request. 


FEAR is a bi-monthly magazine from 
Newsfield, publishers of Britain's top 
computer titles CRASH, ZZAP!64 and 
THE GAMES MACHINE, and edited 
by John Gilbert who has been reviews 
editor for SINCLAIR USER, regular 
contributor to THE GAMES MACHINE 
and now brings his considerable 
knowledge and love of Fantasy and 
Horror to what will prove to be the 
most exciting and vital new publication 
this year. 


AND THEN THERE’S: 

PAGES OF REVIEWS covering the latest 
film and video releases and book launches 
NEWS AND PREVIEWS from both Britain 
and the States on novels and films we can 
expect to see later this year 
HOW TO MAKE A MOVIE 
COMPETITIONS galore, with some very 
strange and exciting prizes 
FAN CLUB profiles, news and events guide 
and introducing: 

THE FEAR FACTOR - start of a regular 
series where famous people tell of their 
terrors 
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A NEWSFIELD PUBLICATION 



Postcode . 

□ I enclose £2.50 postal order 


iu suwuiue, ana i unaersrana tnat mere is a subscribers discount pi; 
some amazing special offers. Please send me the details immediately 
Please tick this box if you would like subscription details: □ 


THE WORLD OF FANTASY AND HORROR 


THE SCREAM - 

Meet America’s answer to Clive Barker 

SKIPP & SPECTOR 


THE 

FANTASY 

FACTORY 

Special FX from 
Hellraiser 2 
The Unholy 
Pumpkin Head 
Prince Of Darkness 


CENSORSHIP - 
THE PETITION 

Make your views count! 

PL us 

SF, Horror Sc Fantasy 
Book, Film, Video Reviews 


i*. *>:• 




Please note: the co 
on the Issue 1 cover abc 
to convey an impressio 
not be the same as the co 
published in the first issue. 


I HAVE KNOWN NO FEAR AND 
WOULD LIKE TO TASTE SOME! 

Please send me a copy of Issue 1 of FEAR, Britain's most exciting new 
Fantasy magazine, price £2.50 (post+packing included.) — a 

Name . 

Address . 


' - p ■« 


CU I enclose £2.50 cheque 

Made payable to Newsfield Ltd please. 


On the other hand. I'm so excited by the prospect of FEAR that I would like 


Send form to: 


FEAR OPENING OFFER, NEWSFIELD, PO BOX 20, 
LUDLOW, SHROPSHIRE SY8 1DB 
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'AT LAST 


A WORTHY SUCCESSOR TO 
THE EVER POPULAR M ATCH DAY 
FOOTBALL SIMULATION - 
A GAME WHICH HAS 
REMAINED IN THE READERS 
CHARTS FOR 3 YEARS! 
Bernie arummomi this NEW Match Day is the 
»pinnacle in computer soccer, 
th unique code - save facility. 




r*f»u**r with „ 


, AMSTRAD 

8.95 


SPECTRUM 


DIAMOND DEFLECTION SYSTEM™ ensures realistic ball 
ricochet and the action comes with 
full music and sound FX. 
if you want the very best in foot¬ 
ball for your micro then there's only 
one choice... MATCH DAY If with 
multi-menu system makes the home 
computer come alive. 


matic 


mmm m 


COMMODORE 


7.95 &95 


mm 


ocean j s the registered trademark of Ocean Software Limited 






















































□ NICHE u 

Wll HOUSEHOLD 
KJ HINTS AND 

SYNTHS 


JON BATES discards 
his blood-stained 
Marigold gloves in 
favour of a DX 
programmer and an 
equally blood¬ 
stained letter- 
opener ... 


JT1 i* * * All files and voices can be saved 

U c ! * a f 1 . 1 .. to tape, but Quasar have not 

? ^ s j m p|y stopped there. You find, on 

7* r i f i \ J consulting the handbook, (which 

L I "'hi m i i ' . . . although tacky and rather quaintly 

fill#' F ILL spelt is very straightforward) that 

? c | T the program is adaptable to a large 

jr*"' "TjjT ¥ fit degree. It can be obtained in a 

' mmmm :■ variety of permutations: RAM or 
* - MICON (XRI) interfaces, 128 or 

4mm Interface 1 network and will store 
■—— on cassette, Microdrive, OPUS 

* * * i Discovery, Disciple, MGT Plus D 
.tJL* or the +3. So pay yer money and 

| | ~ r~ take yer choice; it’s a snip at £9.99. 

I l * s Quasar are at pains to let you 

I know that they have been on the 

I I 7|ii move and can now be sent lots of 

I | I - money at their new address listed 

11 ~ 5 s WM c *= - - £ ~ z I~~ at the end of the article. Soon they 

* W j|| send me a DX7 programmer 

neat file/voice management for review and the results of 

system that takes advantage of exhaustive testing by myself and 

the DX’s ability to ‘ bulk dump ’ (a mother will be revealed at a later 

phrase that has been taken out of date, 
context by several coarse friends The Tech Tips Tape, now 
of mine). This means transferring available at £5.95 (see last 
many voices at a time, and is a month’s issue for full details), 

great time saver; any synth contains some pretty nifty routines 

programmer worth it’s salt should by Simon which convert programs 
do this. for one interface to another, such 

► Detailed loading screen from Quasar's Yamaha DX 100/27/21 
voice editor and file manager 


HEY! I’m beginning to like this 
magazine - they’ve even got hold 
of pictures of my, sorry, our house 
for my articles. 

Whilst hunting through the 
waste bins in some of the cabins 
of the motel, I found wrapped up in 
a three-day old copy of the Los 
Angeles Times the most 
marvellous DX21/27/100 
programmer. It’s the one released 
from Quasar software and in 
comparison with some of the 
supposedly upmarket software for 
16-bit machines it takes quite a bit 
(pun accidental) of beating; in 
Short it was better. And you get a 
whole load of new sounds to boot 
-about 150 in all. 

Quasar have taken a very visual 
approach to the program. 
Following a loading screen, the 
main work area pops up. Down the 
left hand side of the screen appear 
graphic wave displays of the 
envelopes for the four operators (I 
make no apologies for not going 
through an FM synth primer as 
there is a time and place for 
everything - and this ain’t either. 
Sorry.) Underneath that is a 
scrolling window through which 
access can be gained to all the 
functions - basically either editing 
or transferring to and from the 
library, tape or the synth. Just to 
left of centre, a set of four vertical 
bars show you the relative outputs 
of each operator in the form of bar 
graphs of the levels which are 
essential to the final sound. This 
principle follows through in the 
smaller areas on the right hand 
side of the screen. A display at the 
top centre of the screen shows the 
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algorithm defining the 
configuration of the operators 
currently in use. The tiny little 
figure to it’s right is in fact the level 
of feedback set on operator four 
and not, as I thought, the algorithm 
number. At the top of the screen is 
the name ascribed to the sound. 

In edit mode you can move 
around the different sections, 
each being highlighted in yellow 
when activated. One small niggle 
here is that you can only run round 
the screen in one preset order; 
since editing is usually a matter of 
fine tuning just a few peripherals, 
dodging between two or three 
alternately, this editing procedure 
proved a little constricting. What, I 
wondered, were the chances of 
having it work from the cursor 
arrows - or even better, the 
joystick control? 

However, this is only a minor 
hiccup in what is a very excellent 
utility. I particularly liked the ability 
to get the DXto play either melody, 
chords or bass from an on-screen 
command. It would have been 
even better if, after each edit 
alteration, it sent a single note 
command so that you didn’t have 
to keep taking your hands off to 
see what the editing alterations 
were. It has a copious and very 


gii ;* ji iT-a. aim 
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as transferring from the Specdrum 
to the Ram Music Machine. Taking 
this a bit further, ‘ RAMM ’ (the 
Music Machine user club) will be 
releasing details of interface ports 
that should enable any MIDI 
program to run on any MIDI 
interface when subjected to the 
conversion program. 


MOTEL MAIL BOX 


And now to the tottering pile of 
mail. Some of you have been 
forcing your eyelids to stay open 
by fair means or foul judging by the 
programs that have dropped 
through the Motel mail box. Out of 
all the music tunes and tapes that 
have been sent, I think the prize for 
the best goes to Michael Martin 
from Cwmbran in Gwent. He has 
worked overtime to present a 
decently displayed and ordered 
music program that selects loads 
of tunes, some nice voices and 
effects, plus a listing of how to 
achieve some of the effects on the 
128. He also asks me for a few tips 
on music programming. Basically 
the only hiccups that occur in his 
program are one of note timing. To 
Michael, I would suggest that you 
take a good look at a good 
arrangement of the song you want 
the 128 to perform and then work 
it out so that you can do it in two or 
three simultaneous parts, again 
working from a printed 
arrangement. If you are not sure 
where to begin, see if you can get 
someone who can play well to 
check your note values. In general 
this applied to all the tapes sent in. 

The other problem is that some 
combinations of voices cause 
additional unwanted harmonies to 
be generated when the parts are 
too close together. Although this 
can be turned to your advantage 
to create effects, it is generally 
unwanted when playing tunes. 
Anyway, I shall be offering our new 
editor the choice of staying a few 
days at the motel or shoving some 
software/tech tips tape your way 
as a prize! 

Please keep on sending your 
tapes in. I stress TAPES as I 
haven’t got 365 days a week to 
write in each tune individually. 
Send your tape, marked up clearly 
with your name, and also send a 
listing, preferably printed, of your 
best tune. I’m afraid that utilities or 
tunes that are not on data or audio 
tape cannot be considered. 


PROBLEMS?- 
WHAT PROBLEMS? 


David Johnson from Lifton, 
Devon, wants to know if there is a 
way of connecting an ‘ordinary’ 
synth without MIDI to a MIDI 
interface. This is a fairly common 
query and so to you all I say: tell me 
EXACTLY what the synth is and I’ll 
then be able to tell you if there are 
kits available to convert them. 
Some synths can be converted to 
send and receive note information, 


but as there was no universal 
standard in the pre-MIDI era than 
without the info I can’t help you. 
Certainly some of the more 
popular synths do have MIDI 
conversion kits available from 
various small companies. 

P J Gaywood from Tilbury in 
Essex, wants to know several 
things: first of all, he likes having 
music notation on screen; for this I 
have yet to see a program to better 
Music Typewriter from Romantic 
Robot. This was first reviewed 
aeons ago by me in issue 16 and is 
still the best display around 
although it only runs in 48K. 
Furthermore, he would like some 
kind soul to devise a program that 
enables him to use the qwerty keys 
on his 128 like a musical keyboard 
and which will also provide him 
with a pitch bender like a 
synthesizer. This shouldn’t be too 
hard to achieve - now there’s a 
little task that for someone to 
program up and send in. All 
successful programs get listed. 

Roger Mepham from London is 
after pokes and routines for the 
RAM Music Machine. Roger also 
has a Casio DG20 keyboard and a 
YamahaTX81 Z tone module-the 
latter is rapidly gaining in 
popularity over the FB01. Now by 
a strange and uncanny 
coincidence, I am eagerly 
expecting a voicing program for 
the TX81Z to drop through my 
letter box. It is configured for the 
XRI interface but a word or two to 
the ‘RAMM’ Club should provide 
you with pokes and the conversion 
routines for the Music Machine. A 
review of the TX81Z program will 
form a major part of next month’s 
offering. 

Finally, Roger wants to know 
how to interface his Music 
Machine, tone module and Casio 
keyboard to get sequences, real¬ 
time play, plus some control 
devices for pitch change. The 
control devices you talk about are 
usually hardware boxes costing 
several hundred pounds (the 
Yamaha MEP4, for example) but I 
would think that the Casio should 
be able to send the codes itself -1 
have not been able to locate a 
DG20 for some personal hands-on 
assaulting. It sounds, however, as 
if the interfacing could be achieved 
by either very carefully 
manufacturing a split MIDI lead 
yourself or by purchasing a split 
box; the best one is by Phillip 
Rees. Below is a diagram of the 
suggested configuration. 

Look forward to you visiting the 
motel in about a month’s time. 


CRUCIAL ADDRESSES 

Phillip Rees: FREEPOST 

RAMwm’ No J? hants NN135BR 

/MWC™ Ub < new address): 
/ Hill Crest Court, Shoot Ud Hill 

19 ie° n NW23p G. Tel 01 452 





SPRING 

SURPRISES 

Spring has been fruitful 
for the Spectrum market 
this year, with a flood of 
new +3 utilities, a 
conversion of ZX BASIC 
for the Amstrad CPC 
range, and signs of 
Amstrad’s long-forecast 
shift into the computer- 
music market. SIMON N 
GOODWIN reports 

ORIGINAL SOFTWARE for the Spectrum +3 is flooding onto the market 
at last. In the last few days I’ve received three new serious programs from 
Tasman Software, a clutch of utilities from ZX Guaranteed, and news of 
the latest +3 titles from Lerm, Betasoft and HiSoft. 

Most importantly, Locomotive Software have at last put the CP/M Plus 
operating system on the Spectrum. This move has been predicted since 
1982, although it was not technically feasible until the launch of the +3. 
CP/M doubles the size of the Spectrum’s software-base at a stroke, and 
changes the +3 from a specialist games box into a bargain-priced 
general-purpose computer. 

At last it looks as if the +3 is here to stay, despite its high price, 
technical quirks and lack of compatibility with older Spectrums. Software 
houses are breaking away from the ‘ toy market ’ image, taking advantage 
of the +3’s standard ports, and bringing Spectrum users ‘serious’ 
applications software. 

It’s not yet clear how this will affect the main Spectrum market. 
Machine-specific games will always dominate Spectrum software sales 
by volume, because - as publishers know well - they are disposable 
products in an ever-changing fashion market. 

The +3 is a valuable part of Amstrad’s range, but it’s a hybrid product: 
a CPC/Spectrum clone rather than a true Spectrum. At least for the time 
being, if you only want to use Spectrum-specific hardware and software, 
you’re better off with a +2 and a Plus D or Swift Disk - but the +3 is 
gaining a unique character. 

It’s interesting that Amstrad have put the price of the PCW 8256 range 
up to around twice that of the T3; they seem to be protecting the 
Spectrum’s status on the borderline between games and serious 
computing. 

There are strong signs that Amstrad have chosen a new direction for 
their mass-market entertainment products. If you’ve been paying 
attention over the last three years you will not be surprised to hear that 
they’re moving into music-making. DIY music is going to be a very, very 
big hobby, and an extension of home computing as distinct and popular 
as game playing or word processing. 

After the + 2A - the +3 with cassette - it looks as if the 44 will have 
add-on music hardware, probably similar to the RAM Music Machine 
hardware designed by ex-Sinclair staff at Flare Technology. No-one - 
even at Amstrad - knows when this will appear as I write, and the first 
Amstrad home-made music product is not a computer. 

The Studio 100 started to get TV advertising in April, when it reached 
a few high-street shops. It’s a four track tape recorder, which lets you 
build up a stereo recording from up to 10 parts, recorded separately. It 
also includes a six channel mixer, to combine sounds and effects, four 
grotty microphones, speakers, uncomfortable headphones, an echo 
generator and a complete music centre- including a second tape deck, 
turntable and a three-band stereo tuner. 

There’s an ominous ‘ DATA’ connector on the back, and the manual - 
by -f-2 manual editor Ivor Spital - just hints that it is ‘reserved for future 
Amstrad add-on products’ - believe it! 

The Studio 100 is a fabulous peripheral for a sampler or SpecDrum. At 
£300 it’s an expensive toy, but excellent value. The sound quality is not 
brilliant, but tolerable, as you’d expect from Amstrad. 

At first, the Studio 100 is sure to sell well for other reasons. Staff in my 
local Currys cynically reckon most punters won’t know what it’s for, but 
they’ll buy it because it has more knobs and switches than anything else 
in the shop: 33 knobs, 7 faders, 22 switches, 21 buttons, 17 sockets and 
a lever! 

Once people have got it, they won’t be disappointed, as long as they 
can find time to play with it. We can expect a steady stream of interactive 
music products from Amstrad within the next few years. 
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CP/M 

EMANCIPAH 


DESPITE ITS SUCCESS in the 

specialist games market, the 
Spectrum has always been a 
general-purpose computer. Until 
recently it has been handicapped 
by an obscure operating system, 
no standard disks and a limited 
home TV display resolution. 
Locomotive Software have 
addressed all three of these 
problems with the launch of CP/M 
Plus for the +3. 

CP/M HISTORY 

When micros first appeared, 
models were all totally 
incompatible, like game machines 
today. After a while people 
decided it was a waste to rewrite 
programs for every new machine, 
so they dug out a program written 
in 1974 that would control disks 
and a simple display on ANY 
computer with an 8080 processor, 
or its souped-up successor the 
Z80. The program was called 
Control Program/Monitor, or CP/ 
M for short. 

CP/M was important because it 
mean that programs could be 
written once and work on lots of 
different machines without 
changes. All the machine-specific 
bits were handled by calling the 
control program. This was a bit 
slow and restrictive - it ruled out 
graphics and sound - but it was 
worth it, because thousands of 
CP/M programs were written - 
programming tools, business 
software, and text games like 
adventures. Many programs are 
available at just the cost of a disk 
and duplication - just a few 
pounds-from legal ‘public 
domain * software libraries like PD- 
SIG (Tel: 0896 63298). 

SPECTRUM CP/M 

Spectrum CP/M only runs on the 
+3. It consists of a single three 
inch disk, brimful with 346K of files 
on both sides, and a hefty manual. 
It loads from the -1-3 ‘loader’ 
option in about ten seconds, plus 
another ten while it automatically 
configures the serial port and an 
11K RAM disk (drive C). 
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Once CP/M is loaded you have 
about 61K of fast memory free for 
programs, with no need for 
‘paging’. Usually on a +3 the 
screen and ROM mean you only 
have about 40K free in one space, 
plus a 64K RAM disk. In CP/M up 
to 15K of otherwise unused 
memory can work as a fast but 
small simulated disk - useful when 
copying small files with only one 
drive. The rest of the 128K 
contains the code of CP/M, which 
runs entirely independently of the 
Spectrum ROM. 


CP/M COMMANDS 

Spectrum CP/M Plus has 37 
standard commands, but there’s 
no maximum - the package 
includes facilities to make your 
own commands, in BASIC, 
machine code or by chaining 
together existing ones. If you type 
a word CP/M doesn’t know, it 
automatically looks for a file of that 
name and either executes it - if it’s 
a program - or reads commands 
from it as if you typed them - if the 
file contains text. This simple 
scheme is very powerful. 

+3 CP/M initially recognises 15 
‘housekeeping’ commands. The 
simplest is TYPE, which shows a 
named file on the screen, waiting 
for a key between pages. 

You enter DIR to find the names 
of disk files. DIR takes about 3-5 
seconds to read and display a 
directory of 27 files - plus an extra 
eight seconds if you’ve just 
changed the disk, and the 
computer needs to update its 
record of the disk structure. 

DIR (SIZE) uses the separate 
DIR utility program, and takes nine 
seconds to load that 15K program, 
read the same directory, sort it into 
alphabetical order and display it 
over 31 lines. 

DIR work on +3 DOS disks, but 
TYPE - like most commands - can 
only decipher the data on CP/M 
disks. It just plaintively prints 
PLUS3DOS if you ask it to look at 
a file created by +3 BASIC. 

SHOW tells you the amount of 
space in a drive. DATE lets you 
read and set the date and time, 


used to mark files. The rather 
rudimentary +3 hardware means 
that the clock loses time when the 
disk is accessed. The date reverts 
to Christmas 1982 whenever you 
reset the system. 

ERASE and RENAME let you 
remove files from a disk or change 
their names. SET can protect a file 
from ERASE. Names can include 
‘wildcard’ characters, as in +3 
DOS, so you can use one 
command to process several files 
with similar names. 

DISCKIT copies disks. It takes 
about two minutes to copy a 173K 
disk on a single drive computer- a 
minute to read and write the data, 
plus another minute for you to 
swap the disks back and forth 
eight times. 

PIP is the rather clumsy 
‘Peripheral Interchange Program’. 
It lets you copy files back and forth 
between disks, the screen, serial 
and parallel ports - but not MIDI, 
which did not exist when CP/M 
was designed. 

OTHER COMMANDS 

There are ten configuration com¬ 
mands. For example, the PAL- 
LETTE command lets you set the 
foreground and background col¬ 
ours; the default is white on blue. 
The other 12 commands are only 
briefly mentioned in the manual - 
they are ‘advanced programming 
tools’ - well, they were when CP/ 
M was invented, but today they 
seem a bit crude. 

ED is the standard CP/M line 
editor, and is horrible; not much 
better is RPED, a screen-editor for 
up to 200 lines of text, written by 
Amstrad in protected BASIC. It’s 
simple to use but very rudimen¬ 
tary, and won’t let you copy or 
move information between lines. 
RPED is alright if you just want to 
write a few command-files, but it’s 
not much good for programming. 

You get two assemblers - for 
the 8080 processor rather than the 
Z80 - and can try them out by 
assembling the well-commented 
RAM disk source code provided. 
All the 8080 instructions run on the 
Z80, but they have different 
mnemonic names so the source 


looks pretty odd! To make things 
even stranger, the program uses 
Z80 codes which the 8080 
couldn’t handle, and these are 
‘ defined ’ as bytes and words in the 
program. Even so, it’s an interest¬ 
ing example. 


KEYBOARD 

Like ZX BASIC, CP/M is usually 
controlled by typing commands at 
the keyboard. However, CP/M lets 
you change the characters pro¬ 
duced by every key, and there’s a 
massive character set, including 
foreign accents and loads of weird 
squiggles. 

Some commands use the 
square and curly brackets, which 
Amstrad didn’t mark on the 
keyboard. Locomotive have 
positioned these sensibly on 
unused pairs of symbol-shifted 
keys. BREAK is the equivalent of 
CP/M’s ‘Escape’, and EDIT use¬ 
fully recalls the last list entered for 
editing - try doing that in GEM or 
on an Apple Mac! 

EXTEND works as a ‘control’ 
key so, for example, Control S and 
Control Q stop and start scrolling; 
the TRUE and INVERSE VIDEO 
keys give the same effect more 
conveniently. 

You can divert input and output 
to any device with commands. If 
you’ve got a printer connected, 
Extend P is a convenient way to 
copy all display output to it. 

Keys repeat, without over-run¬ 
ning, when you hold them down for 
a while, but there’s no key-click, 
and on this early review version the 
cursor disappeared annoyingly 
when the arrow keys were held 
down. At first, Locomotive Soft¬ 
ware excused this on the grounds 
that they tried to make the screen 
display fast, and no-one com¬ 
plained about this bug on earlier 
Amstrad CP/M machines. Since 
then, Locomotive have relented 
and the latest versions of CP/M do 
not have this cursor problem. 

You can ‘type ahead’ while 
commands are running. Some¬ 
times the characters you enter get 
lost, but usually they appear on the 
next command-line. The effect 
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depends on what the computer is 
doing, but it’s a useful feature 
when you get used to its quirks. 

The line editor lets you move 
back and forth through up to 239 
characters of command and 
‘parameters’, adding and deleting 
at will. Unfortunately you can’t edit 
characters unless they’re on the 
same display line as the cursor. 

MALLARD BASIC 

Mallard BASIC is a 28K code file. It 
loads from the CP/M command 
level in about 5*5 seconds, leaving 
just over 30K for file-buffers, vari¬ 
ables and your program. 

Mallard BASIC is aimed at seri¬ 
ous programmers, and is very like 
IBM’s GW BASIC or Microsoft’s 
MBASIC. You enter program lines 
of up to 255 characters, but the 
syntax isn’t checked at once, as it 
would be in ZX BASIC. If a mistake 
is found when the line is executed, 
you are then thrown into the line 
editor. 

The BASIC editor works like the 
CP/M command editor, with extra 
tricks to move up and down betw¬ 
een screen lines, search for a 
specific character, and delete or 
overwrite chunks of text. You must 
tell it the width of the screen line 
with the WIDTH command before 
it will work in 32-column or 80-col¬ 
umn mode, or strange things can 
happen! 

In BASIC, the keyboard func¬ 
tions are sadly inconsistent with 
the CP/M command level - a com¬ 
mon problem with early operating 
systems where every program has 
its own conventions. EXTEND A 
works like EDIT in CP/M, recalling 
the last line as long as you have not 
yet started to enter a new com¬ 
mand. BREAK is ignored, but 
EXTEND C will stop your program 
unless you’ve protected against it. 

Control G is the only way to 
make a sound, unless you resort 
to OUT instructions to control the 
speaker directly. Type Control G 
in BASIC, to hear a simple ‘beep’ 
sound. In CP/M this only makes a 
sound when you print the charac¬ 
ter - not when you type it. 

Display control is rudimentary, 
with no graphics commands at all. 


You have to print control charac¬ 
ters to change colours, move the 
cursor or clear the screen. In ZX 
BASIC you’d type CLS, but in 
Locomotive BASIC you must use 
terminal control codes: PRINT 
CHR$(27);“H”;CHR$(27);“J”. 
This gibberish means your prog¬ 
rams will work on most other CP/M 
machines, and suits the IBM PC or 
Amstrad PCW, both of which run 
Mallard BASIC and use the same 
control codes. 

Mallard BASIC allows four dif¬ 
ferent data-types. Integers - 
whole numbers between -32768 
and 32767 - are more concise and 
slightly faster than other numeric 
types and are particularly useful 
for array subscripts. Maths func¬ 
tions like SIN and LOG use the 
default seven-digit floating point 
‘single precision’, and real 
number-crunchers can add, sub¬ 
tract, multiply and divide 16-digit 
‘double precision’ numbers. You 
pay for the precision in time and 
memory. 

Variable names can be as long 
as you like, but strings are limited 
to 255 characters, unlike ZX 
BASIC. Locomotive BASIC has 
the big advantage that you don’t 
have to tell the system the 
maximum length of string array 
variables. 

Like Microsoft and ZX BASIC, 
but unlike more modern BASICS, 
Mallard BASIC is not well-suited to 
structured programming. There’s 
IF ... THEN . . . ELSE, which can 
be nested but must be on one line, 
and WHILE . . . WEND for loops 
that start with a test. 

Unlike +3 BASIC, Mallard has 
proper file-handling and lets you 
trap errors, mask the bits of integer 
values, search strings and trace 
the current line-number. Overall 
it’s much more like Fortran than 
Pascal, although when it comes to 
program development it has the 
edge over both those languages in 
that it is interpreted, and you can 
edit and test the code very quickly. 

Sadly, there’s no compiler avail¬ 
able. Locomotive say, unconvinc¬ 
ingly, that their interpreter is as fast 
as other people’s compilers. 
Methinks they expect people to 
use other languages if they need 
the speed of compiled code. 

Three file-handling schemes 
give you most of the traditional 
data-processing options, includ¬ 
ing sophisticated ISAM (Indexed 
Sequential Access Method) files, 
usually only found on big multi¬ 
user systems. 

You can manipulate normal text 
files, printing lines then reading 
them back, one by one, in order. 
Alternatively you can use ‘random 
access’, dividing a preset file 
space into fixed-sized sections, 
called ‘records’. Later you can tell 
the system to GET or PUT collec¬ 
tions of text and numbers in any 
section in the file, just by supplying 
the appropriate record number. 

ISAM files come in two parts - 
one file contains the data, as in a 
random file, and another file, the 
‘index’, contains labels or ‘keys’ 
used to access the data. You no 
longer need slot numbers, as you 
can associate any number of keys 


- strings of up to 31 characters - 
with any record in the data file. You 
can use up to eight independent 
indices with one file. ISAM files can 
save a lot of work, but it takes a 
while to get the hang of them and 
they tend to be wasteful of disk 
space. 

You can’t write a shoot ’em up in 
Mallard BASIC, but it’s still a valu¬ 
able addition to the Spectrum 
programmer’s armoury. 

CAN IT BE TRUE? 

CP/M is no use unless the 
implementation is genuinely com¬ 
patible with the thousands of pro¬ 
grams available for the system. 
Spectrum CP/M has quirks, as you 
might expect, but it runs most CP/ 
M programs. 

The disks, at 173K, are small by 
modern standards, but many CP/ 
M machines had even smaller 
drives - 88K was not unknown! 
CP/M software is often sold on 
5*25 inch disks, but conversion is 
not too much of a problem, as lots 
of firms and interest groups can 
convert CP/M stuff for CPC and 
PCW computer users with three 
inch drives. 

Spectrum CP/M seems to work 
fine with 173K Amstrad disks. Pro 
Pascal and Pro Fortran, for the 
PCW 8256, just plugged in and 
worked, although they were short 
of space for files on my single¬ 
drive 4-3. 

Most CP/M systems had two 
drives. The -f 3 can run a plug-in 
drive B, but most people won’t 
want to spend that much. 
Locomotive provide useful two- 
drive emulation on drive A - the 
system lets you use two disks in 
one drive, telling you when to swap 
them. But beware: this can get 
very tedious if the program is 
copying a file, one line at a time, 
from one disk to another! An 
optional status line, at the bottom 
of the screen, says which disk 
should be in the drive at any time. 

Spectrum CP/M can display a 
maximum of 51 characters per 
line, or 32 per line with full colour 
control. Most CP/M packages 
expect an 80-column display. To 
get around this, Locomotive pro¬ 
vide a simulated 80-column mode, 
showing 80 columns in two over¬ 
lapping 51-column sections. 
There’s a marker on the status line 
to show which side you’re on. 
Flicking back and forth can follow 
the cursor, or be manually control¬ 
led. Either way it works with most 
packages, but makes some very 
hard to use. 

Text output is slow: screen 
updates are about a third the 
speed of ZX BASIC, in both sizes; 
scrolling is about 60% of ZX 
BASIC speed in 51 -column mode, 
but - bizarrely - only 44% of 
Sinclair’s speed when scrolling a 
32-column display. 

CP/M uses two characters to 
mark the end of a line. Some print¬ 
ers only expect one, and give dou¬ 
ble-space output when you use 
them from CP/M. You can cure 
this by adjusting a switch inside 
your printer, unless you’ve got a 


really cheap and nasty model. You 
must use the serial or parallel ports 
-ZX and Alphacom printers won’t 
work at all from CP/M. 

DOCUMENTATION 


The manual is in three sections: 
the first 100 A5 pages explain how 
you use the system - entering and 
editing commands, performing 
‘housekeeping’ tasks such as 
copying and editing files and 
disks, and ‘configuration’ - cus¬ 
tomising the system to your fav¬ 
ourite key-layout, language or 
printer. This part of the manual 
shows the benefits of CP/M’s 14- 
year life and Locomotive’s long 
experience of the system. It’s 
clearly written, although a long and 
wordy read for anyone who 
doesn’t like books. It’s packed 
with little comments that show that 
the authors have actually done 
what they are writing about. 

The next section, 160 pages 
long, covers Mallard BASIC. It’s a 
tutorial introduction to the lan¬ 
guage - incomplete but quite a 
good ‘taster’. 

The tutorial is no substitute for a 
proper reference guide, so the £10 
Mallard BASIC Reference Manual 
is probably a vital purchase if 
you’re serious. It starts with a simi¬ 
lar tutorial, followed by an extra 
300-odd pages - methinks there’s 
a frustrated blockbuster novelist at 
Locomotive Software. 

The CP/M manual ends with 
over 100 pages of appendices, 
covering disk contents, keywords, 
machine code system calls, 
detailed device specifications and 
error messages. My pre-release 
copy lacked an index, which 
Locomotive will add in the final 
version. They recommend that 
techies buy the Digital Research 
CP/M Plus Manual, for further 
information about the program¬ 
ming tools and the design of the 
system. 

VERDICT 


At £30 for CP/M Plus, utilities, and 
Locomotive BASIC, this package 
is a bargain if you’re at all 
interested in computers for their 
own sake. 

CP/M Plus transforms the 4-3 
from an ingenious but ageing 
games machine into an old- 
fashioned but useful non-specific 
computer SYSTEM. Like many 
others, I’ve found such systems a 
fascinating kind of general-pur¬ 
pose tool and toy to have around 
the house. It’s fun, but it takes hun¬ 
dreds of hours to learn your way 
around such a system, and not 
everyone can be bothered. 

Even if you don’t want to be a 
hacker, you can be a ‘ power user’ 
with CP/M, using whatever parts 
of it appear to run a customised 
computer system for work, busi¬ 
ness or fun. Suddenly there’s more 
to be read in computer magazines, 
because you can run all the CP/M 
packages reviewed in CRASH, 

Amstrad magazines and multi-for- ^ 
mat titles like Computer Shopper. W' 
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+3 

PLETHORA 


IN THE JULY issue I plan to survey 
lots of the +3 software previewed 
in this issue, concentrating on 
‘new’ serious software - the 
business and programming tools 
that have been denied to 
Spectrum owners for the last five 
years. This will be good reading 
whether you’ve already got a +3, 
are thinking of upgrading, or just 
want to know what the new 
machine can do that the old 
Spectrum could not. 


Don’t be put off if you’re still 
among the majority with a 48K 
system. I’ll continue to cover the 
original Spectrum models, and 
cassette 128s, in this column. Next 
month I hope to announce some 
Tech Tape enhancements, and 
news of Lerm’s cheap but 
powerful Z80 programming tape, 
set to break the monopoly of 
HiSoft’s DevPac. Don’t miss 
CRASH 54! 


CPC 

EMULATION 


BETASOFT (Tel: 021 443 4620) 
hope to have +3 BetaBASIC 
finished in the next few weeks. 
They’ve been waylaid for a while 
by an experimental project - 
converting the ZX BASIC language 
to run on the Amstrad CPC range! 

The resultant £9.95 program 
starts by loading a copy of the 
Spectrum’s 16K ROM from tape. 
To avoid copyright problems, it’s 
up to you to save the copy from 
your own Spectrum, by typing: 
SAVE ‘ZX 48K ROM’ CODE 
0,16384 

Betasoft’s code can load and 
save Spectrum-format tape files 
on the CPC. ZX BASIC programs 
work fine, although slightly slower 
than they run on the Spectrum. 
PEEKS and POKEs are 
compatible, as are most ROM 
calls, but few machine code 


games will run because IN and 
OUT cannot find the Spectrum’s 
keyboard and display ports. COPY 
drives any Epson printer. 

There are two display modes. 
One lets you use four colours 
anywhere on the screen, with NO 
attribute clash. The other emulates 
the Spectrum display; again it only 
allows four colours with BRIGHT 
or FLASH but this time it simulates 
the effects of attribute clash, so 
that even POKEs to the display 
area work! 

The CPC display uses 16K of 
memory, so it’s not as fast as the 
Spectrum’s 6-75K. 16K is taken 
from the program area on a 64K 
computer, so you can only get 
about 20K for ZX BASIC, but you 
get the full 41K Spectrum program 
are on a CPC 6128. 


Please send me a CRASH Tech Tape. 

I enclose a cheque or postal order for £5.95 (£7.95 if my address 
is outside the mainland UK) made payable to NEWSFIELD LTD, or 
I am paying by VISA or Access with the special form below. 


NAME . 

ADDRESS 


POSTCODE 


PLEASE DEBIT MY VISA/ACCESS ACCOUNT £ 

(delete as applicable) 

EXPIRY DATE . 


CARDHOLDER’S ADDRESS (if different from above) 

ADDRESS . 


POSTCODE 


SEND THIS FORM AND YOUR PAYMENT TO: TECH 
TAPE, CRASH, PO BOX 20, LUDLOW, SHROPSHIRE 
SY81DB 


I’VE RECEIVED LOTS of new and 

revised +3 programs recently, so 
I’m planning an in-depth survey 
next month. For the moment, 
here’s a taster... 

HiSoft (Tel: 0525 718181) have 
new Pascal and C compilers, in 
two version. The +3 DOS versions 
support Spectrum colour and 
sound and cost £35. The CP/M 
compilers cost £50, but come with 
a screen editor and let you develop 
programs for other CP/M 
machines. 

At the same high price they offer 
CP/M DevPac. That’s the 
assembler they use to write their 
own programs, and has few of the 
annoying restrictions I found when 
I reviewed the Spectrum version in 
the March issue. 

HiSoft also distribute CP/M 
compilers from other firms. Now 
you can run Astec standard C, 
Nevada Fortran and even Cobol 
on a Spectrum! Astec C is big, 
costs £80, and includes floating¬ 
point maths and a built-in 
assembler, unlike HiSoft C. The 
Nevada compilers are aimed at 
students and cost £40 each. 


Tasman Software (Tel: 0532 
438301), authors of the best¬ 
selling word processor Tasword, 
are taking the +3 seriously. 
They’ve a new version of Tasword 
on three-inch disk, and TasSpell- 
a computerised spelling-checker 
with a 70,000-word English 
dictionary. 

Those two programs run on the 
+3 only, but TasCalc is a new 
spreadsheet calculating package 
for any 128K Spectrum; it’s the 
only Sinclair spreadsheet that 
takes advantage of the extra 
memory on a Spectrum 128. 
TasCalc costs £18 on tape, or £20 
-like the otherTasman -h3 titles — 
on three-inch disk. 

Lerm Software (Tel: 091 253 
3615) are working on a +3 disk 
management package, and I’ve 
just received a bundle of disks 
from ZX Guaranteed (Tel: 061 766 
5712). These included a rather 
limited disk doctor, file transfer 
utilities and simple database 
programs. Most interesting is ‘007 
Menu’, which lets you keep track 
of up to 2300 files in a ‘ directory of 
directories’ on one disk. 


TECH TASTER 

H Clfn I 1 Brl 


The Tech Tape is a compendium 
of useful BASIC and machine code 
routines, put together by CRASH 
readers and writers, aimed at 
everyone interested in Spectrum 
technicalities - there’s lots of 
interest, whether you’re a 
programmer, musician or user. 


documentation supplied with each 
tape. 

If you’ve got one of the cheap 
Serial 8056 printers IBM dumped 
onto the UK market a year or so ago, 
you need our relocatable screen 
COPY routine, which produces 
small or large (full-width) graphics 
screen shots from any Spectrum. 

Multiface 1 owners can use 



Programmers get ZIP2, a 
machine code BASIC compiler that 
can translate ZX BASIC to make it 
200 times faster, and easy-to-use 
Turbo tape routines that let you 
LOAD AND SAVE headerless files 
at your choice of speed. The tape 
includes STAR BASE FOUR, a 
demonstration game that shows 
the speed of compiled code. 

Also on the tape there’s ZIP. 
BREAK, which lets you break into 
machine code programs, a clear 
new character set, and a routine 
that redirects BREAK and all ZX 
BASIC errors to your own error¬ 
trapping routine, helping you to 
produce reliable, professional 48K 
or 128K programs. 

Apart from ZIP, all the routines 
can be stored anywhere in memory 
and easily configured to suit your 
system. Files are unprotected, with 
comments in the source code and 
20 pages of detailed 


‘Three in One’ to run three different 
16K BASIC or machine code 
programs on one 48K Spectrum, 
swapping between them at the 
press of the magic button! 

The Tech Tape music routines 
are ideal for anyone with a Sampler 
or SpecDrum. The tape includes 
four excellent new percussion 
sounds, contributed by Cheetah 
Marketing, plus utilities to edit, hear 
and graph sampled sounds and 
convert SpecDrum samples to 
work with the RAM Music Machine. 

There’s full source and object 
code for ZX-FX, a utility that turns 
ANY Spectrum sampler into a real¬ 
time sound processor, with on¬ 
screen metering and three distinct 
effects. 

The Tech Tape is only available 
from CRASH, and supplies are 
limited - so order yours today! 
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Red hot from the arcades, this official Taito coin-op conversion is 
the greatest blast around! 

Xain, your mission is to rid the galaxy of all the Federation's 

enemies! 

Planet after planet of the greatest action you've ever 
experienced, and the most brilliant graphics you've ever seen! 
ACE: the new name for the best in coin-ops! 

Tel: 01 831 1801 Fax: 01 836 1725 
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After only one month looking at your 
pixelated pictures the unfortunate MARK 
‘Leonardo’ CASWELL has fallen ill (although 
we don’t think the two events are in any way 
connected - Ed). Holding the fort until Mark 
returns is DOMINIC HANDY ... 
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► Ed Campbell sent in a great collection of SCREENSs, all joined together by an 
impressive animated title page. In his Don’t Go Out picture, Ed creates an 
extremely atmospheric piece of artwork and his Smash It Up SCREENS 
combines humour and colour, resulting in a very lively picture. 


▼ There’s nothing more risky than trying to convert a super screen from a 16-bit 
computer to the humble Spectrum. But as 15-year-old David Coles of 
Thringstone in Leicestershire proves, the Spectrum is not so humble after all. 
His superb picture of the castle in the game Defender Of The Crown (yet to 
reach the Spectrum) gains him this month’s £40 worth of software. His 
screen not only shows a clever mix of colour and detail, but also creates a 
tremendous 3-D perspective. 


There’s nothing more risky than 
trying to convert a super screen 


from a 16-bit computer to the 
humble Spectrum. But as 15-year- 
old David Coles of Thringstone in 
Leicestershire proves, the 
Spectrum is not so humble after 
all. His superb picture of the castle 
in the game Defender Of The 
Crown (yet to reach the Spectrum) 
gains him this month’s £40 worth 
of software. His screen not only 
shows a clever mix of colour and 
detail, but also creates a 
tremendous 3-D perspective. 


I, as our erstwhile editor Steve Jarratt always 
says, keep up the good work, and you might see 
yourself in ON THE SCREEN next month. Don’t 
forget to include with your tape/disk a list of 
software that you’d like if your screen gets printed. 
Remember the new software prize? It’s £40 worth of 
software for the best entry, and £10 worth for 
everyone else featured. And if you don’t want me to 
keep your entries, you must send an SAE! 

Keep your ego happy and your software 
collection bulging: send your screen dumps to 
MARK ‘LEONARDO’ CASWELL, ON THE SCREEN, 
CRASH, PO Box 10, Ludlow, Shropshire SY8 1DB. 
Read on for news of another tremendous art 
competition... 


OLD WINNERS: The following people have as yet not received their prizes. All Issue 50’s 
winners - that’s Francois Braid; Haken Strom; Anthony Henn and Mark Otway, plus 

SIMAC (Issue 45) and Ed Campbell (from this issue). Could they all send their names and 
addresses to Frances Mable at the usual address. Many thanks . .. 


















































AUTUMN HUT SHOW 

Open to everyone ... at the PC Show 

Sponsored & Organised by CRASH, ZZAP! 64 and THE GAMES MACHINE 


YOUAREA 
'PECTRUM, AMIGA 
STRADCPC,!BMPC 
COMMODORE64/128 OR 
ATARIST OWNER, 


WHETHER YOU RE A 
PROFESSIONAL ARTIST 
OR AN AMATEUR, 
HEAUTUMN COMPUTER 
SHOWISOPEN 
O YOU! 

’HE FIRST PUBLIC 
HIBITION OF ART 
ENERATEDON 
OME MICROS 
r AKES PLACE ON 
16-18 SEPTEMBER 
AT EARLS COURT 
DURING THE 1988 
PERSONAL COMPUTER SHOW 
START GETTING YOUR 
WORKREADYNOW! 


THE FORM IS BELOW (AND REPEATED NEXT MONTH) - DETAILS OVER THE PAGE . 


PERSONAL COMPUTER SHOW AUTUMN ART EXHIBITION 1988 

I would like my computer art to be considered for entry Newsfield’s Autumn Computer Art Exhibition at the PC Show, Earls Court. 


I 
I 
I 
I 
I 
I 
I 

{ 

* 

Please ensure the form is correctly filled out, that your cassettes/disks are all labelled correctly as per instructions on the reverse of this form, fl 
and that you have signed the form. Then send it, together with any separate enclosures, disk(s) or cassette(s) to: I 

I^AUTUMN^UTER ART SHOW, NEWSFIELD PU BLI CATIONS, PO BOX 10, LUDLOW, SHROPSHIRE SY81DB 


Name . □ I am over 18 

Address .. □ I am under 18, and my legal guardian has signed below 

. 1 have read the conditions of entry printed overleaf and agree to abide by them 

.Postcode. Entrant’s signature (or legal guardian). 

Phone Number . 

Number of pieces submitted and computer: 

□ 1 machine: ..□ 2 machine: .□ 3 machine: . 

Minfin h S ?, y ° Ur ! Ub M l !! ed P ',? CeS (dele,e disk/cass as inapplicable), followed by the FILENAME and Utility used. Any special instructions for loading 0 

use of self-designed utilities should be written out on a separate sheet. y 

Title 1: (disk/cass). Filename: . 

Title 2: (disk/cass). Filename: . 

Title 3: (disk/cass). Filename: . 

□ I have enclosed a stamped addressed envelope for the return of disk/cassette 

□ I enclose extra payment for return package to be sent recorded/registered 


Utility: 

Utility: 

Utility: 








































Open to everyone ... at the PC Show 

Sponsored & Organised by CRASH, ZZAP! 64 and THE GAMES MACHINE 




IF YOU ARE A 
|P SPECTRUM, AMIGA 
AMSTRAD CPC, IBM PC 
COMMODORE 64/128 OR 
AJAR! ST OWNER, 


WHETHER YOU RE A 
PROFESSIONAL ARTIST 
OR AN AMATEUR, 

THE AUTUMN COMPUTER 
ART SHOW IS OPEN 
TO YOU! THIS WILL BE 
THE FIRST LARGE 
PUBLIC EXHIBITION OF 
COMPUTER ART EVER 
MOUNTED IN BRITAIN, 
SO DONT MISS THIS 
OPPORTUNITY OF A 
CHANCE TO SHOW YOUR 
BEST WORK TO AN 
ADMIRING PUBLIC! 
CLOSING DATE FOR 
ENTRIES IS MONDAY 
AUGUST8. 


From the entries received, approximately 30 works of art will be 
selected across all the formats by a panel of experts for exhibition at 
the 1988 Personal Computer Show at Earls Court. There, between 
September 16-18, over 60,000 people will visit the show and see your 
work if it is selected. And added to that thrill you will be able to sell your 
work to the public and there are prizes for the top entrants. So get to 
work now, read the small print below very carefully, please, and get 
your submissions in to us before the closing date. 


CONDITIONS OF ENTRY 


1 


2 

3 


4 


5 


I 

I 

L. 


The Personal Computer Show Exhibition sponsored 
and organised by Newsfield Publications is open to 
professionals and amateurs. The Professional Category 
includes persons who earn a living from designing 
computer-generated graphics for art purposes, 
television, advertisements, games or any form of 
commercial display. 

All entrants must be over 18, or if under 18, must have 
the consent of their legal guardian and their entry form 
signed by their legal guardian. 

Submitting work for the exhibition and returning a 
signed copy of the entry form will be deemed as 
acceptance of all of these conditions of entry contained 
herein. 

Any art/graphics utility, whether commercially available 
or specially devised, may be used. But all submitted 
works must be static - animations will not be 
acceptable. 

All work must be submitted on a suitable disk or 
cassette tape. In the event of a failure to load, entrants 
will be contacted and requested for a replacement. 
Where supplied data can only be loaded within a 
commercially available utility program, the utility used 
must be stipulated on the entry form at the appropriate 
point. Where non-available utilities have been used 
(such as self-devised programs), entries will not be 
accepted unless also accompanied by suitable loading 
programs and detailed instructions on their use. 



6 


7 


8 


9 


10 


Submitted work may not have been used before for any 12 
commercial processes, nor have appeared in printed 
form in any publication, nor be allowed to appear in 
printed form in any publication until after September 18 
1988 without the prior consent of the Exhibition 
organisers. 

Submitted work must, in the view of the judges, be 
original and not merely copies of existing media images, 
commensurate with artistic freedom to draw on ready¬ 
made images for inspiration. 13 

All program data entered for consideration must run on 
one of the following computers: Spectrum 48K, 
Spectrum 128K (+2 and 3), Amstrad CPC 664/6128, 
Commodore 64/128, IBM PC, Atari ST, Amiga (any 
model). Works running on other machines will not be 
accepted. 

The judges will consider submitted work within the 
context of each computer’s capabilities and make every 14 
possible attempt to see that the final exhibition reflects 
the ranges of machines encompassed in point 8 above. 
Entrants may submit up to a maximum of three works 
each. All cassettes and disks must be labelled clearly 
with the entrant’s name, address and titles of works 
contained therein. 

The final selection of works to be exhibited, and those 
chosen as prizewinners, will be at the sole discretion of 
the judges, and no correspondence may be entered 
into on this matter. Acceptances and rejections will be 
notified to all entrants by September 8 latest. 


The organisers cannot be held responsible for the safe 
arrival of disks/cassettes. You are advised to despatch 
data by either registered post or recorded delivery and 
mark the packaging clearly as containing “MAGNETIC 
MEDIA’’. Disks/cassettes will only be returned if the 
entry form is accompanied by a suitably stamped 
addressed envelope. If you wish return to be by 
recorded delivery, then extra payment to cover the cost 
must be included. 

Any submitted work carries an acceptance of first 
publishing rights free of charge in Newsfield 
Publications magazines. Exhibitors’ work will be made 
available for sale to the public at the Personal Computer 
Show in suitably printed form on an order basis, either 
framed or unframed (prices at the discretion of the 
organisers). Receipts of sales less a 20% commission 
will be the property of the artist. 

All exhibitors will be provided with free entry to the 
Personal Computer Show on the public days 
(September 16-18). Though not a condition, it is 
desirable that exhibitors should be available for any 
attendant public relations exposure of the exhibition 
either before, during or after the show. 
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COIN-OP SENSATION OF THE YEAR! 

Generally received as the graphically most awesome coin¬ 
op game of the past year, Sega s Alien Syndrome is also one 
of the most imaginative coin-ops ever! Voted Coin-op of 
the Month by Sinclair User (August 1987), they said, 

.. brilliantly conceived ...for excitement and playability 
I'd give it ten out of ten ... awesome.'' 

Sega's most awesome coin-op ever! 

* Amstrad/Spectrum + 3 disc £14.99 C64 disc £11.99 
ACE: the new name for the best in coin-ops! 

Tel: 01 831 1801 Fax: 01 836 1725 


screenshots from arcade machine 





































GO SKATE 
CRAZY AND 
GET STREET 
CRED! 
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Gremlin's Skate Crazy, an 
outdoor sports simulation with a 
difference, is set for imminent 
release. Equipped only with a 
pair of roller skates you are set 
the difficult task of increasing 
your 'street cred' among 
followers and friends. Only the 
posiest, most daredevil stunts 
impress,, leaping with 
calculated aplomb from 45° 
ramps, negotiating dazzlingly 
swift 360° turns, jumping barriers 
and skating backwards with 
ever-sharpening turns. As long 
as you're confident you're 
bound to succeed. 
Unfortunately confidence 
comes with practice and at first 
you're unlikely to have much of 
that. To save you from the 
embarrassment of landing 
gracelessly, red-faced and 
awkward on a hard, 
uncomfortable pavement, 
Gremlin are giving you the 
chance to enjoy the privilege of 
a little private practice. Two 
pairs of high-class, booted 
roller skates, are up for grabs - 
your 'street cred' will never be 
.in doubt again. 


All you have to do is spot the 
eight differences between the 
two pictures shown. 

Circle the differences on the 
right-hand drawing, cutoutthe 
panel and send it, together with 
your name and address, to GO 
CRAZY WITH GREMLIN COMP, 
CRASH, PO Box 10, Ludlow, 
Shropshire SY8 1DB 

Two first prize winners will 
receive a pair of roller skates, a 
T-shirt and a Skate Crazy cap. 
Additional T-shirts and caps go 
to 30 runners-up, and a further 
50 runners-up will receive a 
copy of the game. 

Entries must be received by 
July 5 and, as usual, the 
decision of CRASH'S appointed 
judges is final in all respects. 








































Following the success of his latest masterpiece, Cybernoicj, Rafaelle Cecco has been 
kind enough to let us in on the trials and tribulations that oce^tr during the programming 
of his next game. Over the coming months he’ll be relating his day-to-day problems 
and triumphs as he battles against attributes, software sprites and Z80 machine code 
in a binary journey into the future . . . • . * . • 






Knowing that the game is to be.scrolling, I have 
a fiddle on the PC, trying to weigh up the 
problems of horizontal scrolling on a Spectrum. 
Hmmm, this is going to be a litfle harder than l 
thought; for a start the attributes will have to be 
deviously „ arranged to avoid colour-clash 
problems. 7 think that monochrome games are 
undesirable'on a computer which can support 
eight colours. . 

Stardate: 21 April i988 

1 spent most of today trying to decode {he 
contract which has obviously been written in 
solicitor-speak (double-dutch). It 's amazing just 
how horrendously professional this business has 
become; a single game involves hot only 
programmers and programming but advertising, 


Stardate: 15 April 1988 

Just when I thought it was safe to come out of 
hibernation after the completion of Cybernoid. 
the dreaded phone rings and 1 am greeted by 
Andrew Hewson's dulcet tones: Hello Rafi 
fancy doing this diary thing for CRASH?'. To 
which I reply, still wiping the sleep from my 
eyes,'Well .... er . . . um .../... ’ 

‘ Great stuff Rafi I knew you wouldn 7 let me 
down-bye!' 

Never being one to turn down such a challenge 
(especially when it's been rammed down my 
throat), I decide that it would be an interesting 
task after all. 

7 may as well start by getting the boring stuff 
out of the way, ie -me. I come from Tottenham 
in North London (or 'Norf London as we say 


• in that neck of the woods), l'jn 2'0 years oldand . 
started programming. on a ZNtil * : (surMi'se, 
surprise). Games that I have programme%i Wthe~ 
past include Equinox, Gopout, Solomon’s Key, • 
Exolori, and most recently, Cybernoid.- 
After leaving school with a handful'of useless 
qualifications ; I slaved over a hot terminal at tlTe 
now defunct Mikro-Gen for a year but soon 
became tired of the 'in-house' (ttmO'sphere. I 
went freelance after Lading a violent-and bloody 
programmers' revolution. I still bear the mental 
scars and personality disorders to d&day as / 
was only n-n-nineteen at the time. ^ * * 

As you can see from the photograpfis, a lot. 
more equipment is used in developing Spectrum 
games than a single Spectrum and cassette-based 
assembler! The Spectrum is actually developed 
on an IBM compatible PC which runs afast Z80 •. 
cross-assembler that can compile a 200 K sourca 


▼ In a short moment of relaxation Raffaele blow dries his hair.. . 


• fe in a few seconds. After tide program has been 
ensemble d, it can be downloaded to the Spectrum 
via a parallel link, ready for testing. 

. The. graphics are all designed on an Atari ST 
using the Advanced Art Studio. This package 
'. (progKaqunccrby my good friend Chris ‘ 8 -bits 
are crap' Hi ns ley) also features a .'map editor' 
th 0 enables all the screens in a game .to be 
chopped and changed very cpdckly. The ST 
format graphics • are convert eel. to ' Spectrum 
format data n&uly.to be incorporated into the 
main program. - 

This type of set-up has many advantages over 
developing the progrifln on the Spectrum itself. 
’For a start you never have to worry about the 
Spectrum emshihg ; as die’ .program is 
penffimently sorted on the. PC's hard-difk. The 
• program's development ’ time i^eut down by a 
hi4ge*amount. The’same set,-dp can be used to 
-. program virtually any mien 5 --the Ainstrad CPC 
conversion wa?completed'ih less thatbfvMrhiys 
-after"the Spectrum one. • 

The aim (Xf this diary ft- To document all the 
successes, failures and. mixed enjojipns thq are 
paruitul parcelqj' developingnew games. Just to' 
-whet yoitr appetite, thejyraject fihs yermthout a 
, name) tkat^you "H be witnessing is- intmded- to 
. develop injo u fuirdolitur, scrolling, * blast amf* 
think' Jwitk the ; emphffsis* oh blast!) type of, 
game. There: are same, new (find excityig ideas 
that Andrew Hewsotr and I, have 'discussed for. 
inclusion ip pie program;' more about tfiest+rn * 
the inpnthsuo come*. _. . '* ' v. 

Stardate: 18 Apr^ 198^ * 

I am graced bytm dhiihous pcgsehte'ofiA ndftw 
Hew son and my bosom buddy J Commodore 6 4 
progmmmer, Nick Joneft(\\%) wfil be doing the- 
,C64 conversion ).* We discuss '(prgue about) the 
game and I am given a sample contract to study 
(yes, / actually get paid for doiir§ this sort of 
mingj. # * •' 

After many cups, of ted and a few bouts'of arm * 
twisting and Chit\eSe burns, we decide, that a ' 
fantasy /fairytale setting would • mdke %: ah 
interesting departure* from* the usual • science, 
fiction ambience that my past gagnes have tended 
to carry. This woultl also allow' great scope for 
snazzy graphics - and let my imagination 
~ot. ' 1 

T " • 

Stardate:^9 April 1988 

I ponder over the significance of yester day's 
meeting and decide that a long spell[ in bed *// 
help me get over it. 

Stardate: 20 April 1988 * 


son\ 

runTiot. 
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distributors, release schedules, public relations, 
artists, musicians and all manner of weird and 
wonderful people. 


Stardate: 22 April 1988 


\e contract with 


'one 


Stardate: 23 April 1988 


Andrew llewson turns up yet again,•waving the 
contract m my face (on a Saturday morning for 
Cod's sake!). I pretend that I've changed tnv 
mind about the * whole thing but Andrew 
manages to see through my pathetic jayade and 
we both sign on the dotted line. With tongue 
firmly in cheek, my girlfriend takes photographs 
.of this historic C'ecco/llewson contract. 


A The setup as Raf sees it (L to R): Atari 1040 ST, Philips CP/M System, 

Citizen 120D printer and Olivetti PC 

Stardate: 27 April 1988 Stardate: 28 April 1988 


Stardate: 25 April 1988 


/ am being pestered to get his diary completed - 
give 'em an inch ami they'll take a mile. Nick 
Jones Suggests a terrific ‘way of improving the 
scrolling routine. It imposes a ftw limitations on 
how / can arrange the graphics, but it's well 
worth the sacrifice for the extra speed. 


/ ve begun rewriting my graphics convene) 
utilities to work on the Spgcirum itself, rather 
than on my weather-beaten Philips ( PM system. 
/ used this old fogey to develop all m\ games 
right up to Kxolon It has now been superceded 
b^the faster IBM compatible PC . I'll probably 
use the Philips as a g^ant door-stop or something. 
Any offer# for the old beast will be greatly 
appreciated. 


Stardate: 26 April 1988 


*/ study Zynaps closely as this is.the game that /. 
consider to have the most'out sulfiding scrolling 
mn the .Spectrum. Joiner dries it's difficult to 
'Jreliwe that rhe.'.Speel rum has • no hardware, 
assistance.. It's alwliys jv ifrlh checking out other 
games*y> genepMc a* bit of competitive zeal. 


Stardate: 29 April 1988 


Well, that's it for this month. Next issue I'll be 
concentrating .mure on the program itself and, 
all being \vell, will have an up-and-running demo 
to show ’ off . 
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NOW 

TAKEN 


DEPT CR 
CASTLE HOUSE 
11 NEWCASTLE STREET 
BURSLEM 
STOKE ON TRENT 

TEL: 0782 575043 


SALE 


SALE 


SPECTRUM SPECIAL 
OFFERS 

Ikari Warriors .5.50 

Predator .6.99 

Cybernoid .5.50 

Bards Tale .7.50 

Rolling Thunder .6.50 

Adv. Tac. Fighter .6.99 

Ace 2 .6.50 

Target Renagade .5.50 

Black Lamp .5.50 

Magnetron .5.50 

Rastan .5.50 

720° .6.50 

Nigel M. Grand Prix .7.50 

Outrun .6.50 

Platoon .6.99 

North Star .6.50 

Dan Dare II .5.50 

Crazy Cars .6.50 

Scalextric .6.99 

Arnhem .6.50 

Maskl .2.99 

Mask 2 .2.99 

Mask 3 (Venom S.B.) . 5.50 

Auf W’sehen Monty .2.99 

Death Wish 3 .2.99 

Thing Bounces Back .2.99 

Driller .10.50 

Yankee . 6.95 

Combat School .5.50 

Gary Lin. Super. Soccer ... 5.50 

Chollo .2.99 

Clever & Smart .2.99 

Championship Baseball .... 2.99 

Ninja Hamster ..2.99 

Mystery of the Nile .2.99 


SPECTRUM SPECIAL 
OFFERS 

Barbarian .6.50 

Bride of Frankenstein .1.99 

Bismark .6.99 

Overlord .6.99 

Blitzkreig .6.99 

Vulcan .6.99 

Desert Rats .6.99 

Napoleon At War .6.50 

Gallipoli .6.50 

World War I .4.95 

Zulu War .6.99 

Bubble Bobble .5.50 

Legions of Death .4.95 

Cluedo .6.50 

Challenge of Gobots .2.99 

Gauntlet .2.99 

Gauntlet II .3.99 

Gunship .6.99 

Guadalcanal .6.99 

Sorceror Lord .9.50 

Cosmic Shock Absorber ...1.70 
Masters Uni The Movie .... 2.99 

Supercycle .2.99 

Druid .2.99 

Dragons Lair Pt 2 .2.99 

Explorer .1.99 

Future Knight ..1.99 

Evening Star .5.50 

FI 5 Strike Eagle .6.99 

Winter Olympiad’88 .6.99 

Football Manager .6.99 

Xarax .2.50 

Ramparts .6.50 

Championship Sprint .6.99 

Nodes of Yesod .1.99 


SALE 

SPECTRUM SPECIAL 
OFFERS 

Freddy Hardest .5.50 

Altern World Games .5.50 

Gryzor .5.50 

Terramex .6.50 

Gunrunner . 1.99 

Greyfell . 1.99 

Hive . 1.99 

Hybrid .1.50 

HotRunestone .1.99 

Hysteria .5.25 

I.C.U.P.S.1.50 

Killed Until Dead .6.50 

Kung Fu Master .2.25 

Koronis Rift .1.99 

Last Mission .3.99 

Out of This World .1.99 

Rasputin .1.99 

Dandy .1.99 

Yes Prime Minister .2.99 

Outcast .2.99 

Book of the Dead .2.99 

Ninja Hampster .2.99 

Oink (3 Games) .2.99 

Leviathan .2.99 

Lords of Midnight .2.99 

Star Raiders II .2.99 

Grand Prix Tennis .2.50 

Day in the Life of Thing .... 1.70 

Crosswize .5.50 

1.0. (Firebird) .5.50 

Hunt for Red October .10.50 

Go to Hell .1.99 

Last Mission .2.99 

Survivor .2.99 


SALE 


SALE 


SALE 


* JUST * 

* ARRIVED * 

44 BASIL THE GREAT * 

* MOUSE DETECTIVE* 

* OUR PRICE £ 2.99 * 

4 44 

44 COMBAT SCHOOL 44 

* our price £ 3.95 * 

* FIREFLY * 

44 44 

44 OUR PRICE £ 3.95 44 

44 44 

* GRYZOR * 

* OUR PRICE £ 3.95 * 

44 44 

* RAMPARTS * 

44 44 

44 OUR PRICE £ 2.99 ^ 

44 44 

44 KILLED UNTIL 44 

* DEAD * 

* NOW ONLY £ 3.95 * 

* RRP £8.95 * 

44 44 

44 44 44 44 44 44 44 44 44 44 


SPECTRUM SPECIAL 
OFFERS 


SPECTRUM SPECIAL 
OFFERS 


Nether Earth . 

2.99 

Roundheads . 

5.95 

The Living Daylights . 

3.95 

Rygar . 

6.50 

Dark Sceptre . 

... 5.50 

Rastan Saga 

550 

Elite . 

.... 7.50 

Strangeloop 

099 

Blood Valley . 

5.95 

Sorcery . 

0.99 

Armageddon Man . 

4.95 

Sky Runner . 

1.99 

Rebel . 

2.99 

Stainless Steel . 

1.99 

Indoor Sports . 

3.95 

Sorodons Shadow . 

2.50 

Knucklebusters . 

2.99 

Shockway Rider . 

.1.75 

Hacker II . 

2.99 

Star Wars . 

6.95 

Grange Hill . 

2.99 

Starglider . 

10.50 

Eric Phantom of Opera . 

.... 1.99 

World Class L’Board . 

6.50 

Doc of the Destroyer .... 

2.99 

Xarq . 

.... 1.99 

Butch Hard Guy . 

.... 1.99 

Through theTrapdoor ... 

6.25 

Growing Pains A Mole . 

2.99 

Thundercats . 

... 5.50 

Star Paws . 

.... 2.50 

Super Hang nn 

699 

Mercenary . 

6.99 

Triaxos . 

.1.99 

Monopoly . 

6.99 

They Stole a Million . 

.1.99 

Mag Max . 

.... 5.25 

Where Time Stood Still . 

5.50 

Nebulus . 

.... 5.50 

Frightmare . 

6.99 

Orbix the Terrorball . 

... 1.50 

Troll . 

.... 6.99 

PS15 Trading Co. 

1.99 

Mega Apocalypse . 

6.75 

Pulsator . 

1.75 

Ring Wars . 

6.99 

Pegasus Bridge . 

9.50 

Wizard Warz . 

6.50 

Ranarama . 

2.99 

Matchday ll . 

.... 5.50 

Teladon . 

... 6.50 

The Flintstones 

650 

Gunsmoke . 

6.50 

Arkanoid 2 . 

5.50 

UveAmmo . 

6.99 

Yeti . 

6.50 

Mars Sport . 

... 1.70 

Vixen . 

6.50 

TirNaNog . 

1.70 

Power Pyramids .. 

6.50 

Shadow Skimmer . 

2.99 

Shackled . 

6.50 

LastMohekan . 

2.99 

Desilator . 

.... 5.50 

SideWize . 

2.99 

Action Force 2 . 

6.99 

Druid 2 . 

2.99 

Spitfire 40 . 

3.95 

Red Led . 

2.99 

Crosswize . 

.... 5.50 


WE NOW OFFER AN EVEN FASTER SERVICE THAN EVER BEFORE! 

TRY US, YOU WON’T BE DISAPPOINTED. 

P&P 50p on all order under £5. Over £5 P&P is free. Overseas £2 per tape. 
Please state SPECTRUM when ordering — Please state CRASH when ordering 



★★★★★★★★★★ 

★ JUST ★ 

* ARRIVED * 

* TARGET 

* RENEGADE * 

★ OUR PRICE £ 5.50 * 

★ ★ 

* SUPER SPRINT * 

* OUR PRICE £2.99 ★ 

* ★ 


★ GALACTIC GAMES * 

★ OUR PRICE £2.99 ★ 

★ ★ 


* SUPER CYCLE * 

★ OUR PRICE £1.99 * 


★ ★ 

★ ★ 

* MUST GO HENCE + 

. THE SILLY PRICE!! V. 

* QUARTET * 

* RRP £9.95 ★ 


* OUR PRICE £2.99 * 


★★★★★★★★★★ 


TO 

CLEAR 

PSYCHO SOLDIER 
NOW £3.99 


ROAD RUNNER 
LAST FEW AT £2.99 


BASKET 

MASTER 

£3.95 


NOW REDUCED TO £1.70 
ARE ALL THE 
FOLLOWING 

POPEYE 

S.W.A.T. 

AGENTX 
NOSFERATU 
ATV 

LEAGUE CHALLENGE 
SOCCER BOSS 
DEVIENCE 
SEA SURFER 
PARK PATROL 
STRIKE FORCE COBRA 
KICKSTARTII 
AGENT X II 

PRO SKI SIMULATOR 
FOOTBALL FRENZY 
JOE BLADE 
INDOOR SOCCER 
GRAND PRIX 
SIMULATOR 
RED ARROWS 
NINJA MASTER 


COMPILATIONS TO 
CLEAR 


WE ARE THE 
CHAMPIONS 

Supersprint, Renegade, 
Rampage, International 
Karate + Barbarian 

SUPER VALUE AT £6.99 

HIT PACK 6 VOL 3 

Paperboy, Ghosts & 
Goblins, Enduro Racer, 
The Living Daylights, 
Dragons Lair, Escape 
Singes Castle 
THE BEST YET AT £7.25 

ARCADE FORCE FOUR 

Gauntlet, Deeper 
Dungeons, Road Runner, 
Metrocross, Indiana 
Jones & Temple of Doom 

ALL THESE FOR £6.99 


TEN GREAT GAMES 
VOL 2 

Samuri Trilogy, Thing 
Bounces Back, Convoy 
Raider, Jack the Nipper II, 
Deathwish 3, Basil Great 
Mouse Detective, Auf 
W’sehen Monty, The Duct, 
The Final Matrix 
ALL THESE FOR ONLY 
£7.25 


COMPILATIONS 


4 SMASH HITS 

(Exolon, Zynaps, Ranarama, 
Uridum+) 

£6.95 


SPORTS PACK 

Olympics, Snooker, Golf, On 
the Oche, Derby Day, 
World Cup 

REDUCED TO ONLY £3.99 

SUMMER GOLD 

10th Frame, Dambusters, 
Bruce Lee, Beach Head II, 
Rebel Planet, Impossible 
Mission 

All these for only £4.99 

NOW GAMES 4 

(Mission Omega, Hacker, Dan 
Dare, Back to the Future, J. 
Barrington’s Squash) 

- Pocket Money Price - £3.95 

MAGNIFICENT 7 

(Head Over Heels, Wizball, 
Arkanoid, Great Escape, 
Frankie, Cobra, Short Circuit, 
Yie Ar Kung Fu) 

£6.95 


PACK OF ACES 

Who Dares Wins II, Nexus, 
Boulderdash, International 
Karate 

FOUR GREAT GAMES £4.95 


COMPILATIONS 
TO CLEAR 

COIN-OP CONNECTION 

Breakthrough, Express 
Raider, Metro Cross, 
Crystal Castles 

For only £2.99 
10 GREAT GAMES 

Avenger, Krakout, Future 
Knight, Bounder, 
Footballer of the year, 
Trailblazer, Hiway 
Encounter, Monty on the 
Run, Westbank, Jack the 
Nipper. 

All these games for only 

£6.95 

Less than 70p per game 

UNBELIEVABLE 

ULTIMATE 

Trans Am, Jet Pack, Lunar 
Jet Man, Pssss 
To clear now only 

£1.99 


128K GAMES 

Spitfire 40 .6.95 

The Pawn . 10.95 

Little Computer People .. 4.95 

Elite .7.50 

Ghost Buster .2.99 

Ball Blazer .2.99 


MAIL ORDER PRICES ONLY 


SPECTRUM 
+3 DISCS 


California Games . 9.50 

Gunship . 9.50 

Live Ammo . 10.95 

Magnificent 7 . 12.95 

Thundercats . 10.95 

World Class Lboard .. 9.50 

Tomahawk . 9.50 

TaiPan . 10.95 

3D Game Maker . 12.95 

Dracula . 12.95 

Phantom of the Opera 6.95 

Sorceror Lord . 13.95 

The Boggit . 12.95 

Outcast price cut . 4.95 

Ball Breaker . 4.95 

Book of the Dead . 4.95 

Jack the Ripper . 4.95 


COMPILATION 4 TOP GAMES 
Pulsator, Nemesis the War- 
lock, Catch 23, Slaine 

ON OFFER . £5.99 
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SCORES is THE monthly game-by-game list showing a 
whole range of scores on the very LATEST games {no more 
Jet Set Willy records!), 

Each month there's the top score received so far, plus a 
couple of others so you can measure yourself against mere 
mortals as well as the billion-point bunch. 

From all the entries - irrespective of whether they're 
printed or not - there are five winners picked at random. The 
first prize winner receives £40 of software plus a CRASH cap 
and T-shirt, while four runners-up receive CRASH caps and 
T-shirts. So don't forget to tell us on the form what software 
and T-shirt you'd like - should lady luck smile upon you! 


Edward Anyaeji, London SEI 
Spencer King, Wincanton 


2113121 

1732490 


Robert Irvine, Belfast 
Jamie Willmott, Liverpool 


96300 

57000 


ENDURO RACER 
M Needs, Telford 
Kevin Sambridge, Broxbourne 
Dominic Carter, Cleethorpes 


Activision 

6602523 

1746012 

711754 


RAMPAGE 

Jeremy Scott, Inverurie 
Andrew Tate, Aylesbury 
Howard T Brugge, Paignton 


Activision 

159654 

95520 

32870 


EXOLON 

Kathryn Waldock, Bishop Auckland 

Kevin Odgers, Hartlepool 
Robert Miller, Portadown 


Hewson 

2374150 

80150 

75250 


RENEGADE 
Stuart Ridge, Marazion 
Tony Murphy, Killarney 
David Carter, Stoke-on-Trent 


Imagine 

15273921 

1418550 

147250 


ARKANOID- REVENGE OF DOH 
Andrew Wilson, Giidea Park 
James Dawson, Chatteris 
Jeremy Hyde, Portadown 


Imagine 

811770 

630130 

379890 


FIREFLY 

John Wheate, Birmingham 

Wayne Morledge, Ilkeston 
Stuart Bagley, Barrow-in-Furness 


Ocean/Special FX 
521350 
482710 
303021 


STAR WARS 
Paul Hadfield, Bolton 
Andrew Young, Fareham 
Christian Priestman, Hull 


Domark 

100570050 

3151652 

372769 


ATF 

Kathryn Waldock, Bishop Auckland 

Clive Nevill, Exeter 
Ronnie Rylatt, Porchester 


Digital Integration 
15450 
10842 
7835 


FLYING SHARK 
James Sammon, Bradford 
Richard 'Nard' Elmes, Tankerton 
Lindsay Abery, Bradfieid 


Firebird 

627260 

601230 

132490 


SUPER HANGON 
Richard Feitbower, Stoke-on-Trent 
Andrew Fox, Thetford 
Raymond Punchard, Oldham 


Electric Dreams 
60908324 
15090850 
715700 


BASKET MASTER 
Steven Cooper, Cleveland 
Alex Darion, Plymouth 
Gregor King, Kirkaldy 


GRYZOR 

Gerald McCay, Belfast 
Daniel Hulbert, Newport, Gwent 
Colin Hill, Middlesborough 


THUNDERCATS 

Matthew McEvaddy, Cfaregalway 
Gavyn Lewis, Stourbridge 

Neil Screaton, Atherstone 


Imagine 

240100 

69410 

36800 


Elite 

350000 

254650 

128850 


BUBBLE BOBBLE 
Damian Collier, Leeds 
Andre Vivian, Oxford 
James Elliot, Glossop 


Firebird 

10253530 

763400 

238770 


System 3 
254120 
213683 
175600 


ZYNAPS 

Alan Lothian, Wallasey 
Wayne Parsons, Fareham 
Alex Ng, Colwyn Bay 


IK+ 

JM Fisher, Gedling 
Brian Allan, Glasgow 
J Counsell, Blackburn 


Hewson 

232470 

197200 

42125 


COBRA 

Andrew Platt, Stockport 
Matthew Clarke, Barnsley 
Gareth Wills, Bristol 


IKARI WARRIORS 
Stephen Sanderson, Reading 
David Guest, Swaniey 
Andrew Henrys, South Wirral 


Ocean 

592800 

127000 

100050 


Elite 

3306700 

86500 

67500 


COMBAT SCHOOL 
Paul Creasey, Fareham 
Daniel Worf, Belvedere 
Mark Roberts, Yeovil 


Ocean 

281300 

95060 

36400 


NORTH STAR 

Chris Joseph, Bury St Edmunds 

Andrew Smith, Colwyn Bay 
Kieth Nettleship, Lowestoft 


Gremlin Graphics 
797260 
325050 
62100 


CYBERNOID 
Keith Pullin, Fareham 
Brian Stringer, High Wycombe 
Peter Hewitson, Sutton Coldfield 


Hewson 

95027 

65238 

28901 


OUTRUN 

Timothy Goodchild, Ipswich 
Anthony Underwood, Bolton 
Stephen Murphy, Sutton Coldfield 


US Gold 
94120600 
20056705 
1420010 


DRILLER 

Michael Turner, Stoke Gabriel 


Incentive 

2118020 


PLATOON 

Alex Higham, Southsea 


Ocean 

129800 


NAME. IF A WIN TOP PRIZE I WOULD LIKE THIS £40 WORTH OF 

ADDRESS. SOFTWARE:. 


. POSTCODE. 

MY SCORES ARE: 

GAME SCORE DATE ACHIEVED 

1 . 

2 . 

3. 


AND IF I WIN ANY PRIZE I WOULD LIKE THIS CRASH T-SHIRT, 
CHOSEN FROM THOSE ADVERTISED IN THE CRASH 
HYPERMARKET:. 

The decision of CRASH'S omnipotent, all-seeing judges is absolutely final in 
all respects;so don't even think about cheating -you don't stand a chance! 


SEND ME YOUR SCORES Send this form (or a copy) with your scores for up to three games to ROBIN CANDY'S SCORES, CRASH, PO Box 10, 
Ludlow, Shropshire SY8 1DB ONLY GENUINE SCORES WILL BE ACCEPTED; any improbably huge scores will be immediately binned and the sender will be forced to share 
a desk with Richard Eddy - a fate worse than listening to him on the phone. 


CANT GET ON THE HIGH-SCORE TABLE? LOST ALL 
YOUR GAMES-PLAYING CONFIDENCE? WELL, DONT 
DESPAIR - EVEN THE HUMBLE ARE EXALTED IN 
ROBIN CANDY'S 


WINNERS 

The first prize winner of this month's SCORES is Matthew Garrahan of 
Washington in Tyne and Wear. His choice of software contains such delights 
as Super Hang-On and Nebulus- I'm sure they’ll supply him with hours of 
fun. Uke the following four runners-up, he also receives the obligatory 
CRASH cap and CRASH T-shirt. The fearsome four are Andy King of 
Chatham; Stephen Ridge from Marazion in Cornwall; Alex McGregor 
who lives in Bishopmill and Jamie Willmott of Huyton in Uverpool. 

PUBLIC SERVICE ANNOUNCEMENT: You may have noticed that the 
highest scorer on Driller has changed. This is due to the previous score being 
totally illegal. As I was so rightly informed by Incentive's Ian Andrew, it is 
impossible to get more than 3500000 on Driller - even when you get 
everything... So, SIMON TOWERZEY, (confirmed member of fibbers 
anonymous) watch out! ANNOUNCEMENT ENDS 

Don't forget - any score sent in to SCORES can win you a prize, even if 
it's not printed - but avoid public humiliation: don't cheat! (I'm not so sure 
about that huge Bubble Bobble score either...) 

































































lives. 

Weapons, varying in strength 
and ranging from knife to firebolt, 
can be collected on the way. They 
have individual effects on different 
aliens, some of which need to be 
shot several times. A ducking 
action gives the player extra 
mobility when dealing with 


“ Beyond The Ice Palace is yet another great game from Elite. It 
has the basic makings of a shoot-’em-up but the arcade 
adventure aspects make it much more interesting than your 
average blaster. All the characters in the game are excellently 
drawn and animated, and colour is also used well. There are 
some decent sound effects and a tune at the beginning (even on 
the 48K version!). Some of the baddies can get really frustrating, 
especially when they just refuse to die on the sixth shot! All you 
can do is keep firing and dodging them until they give up. The 
option to call a spirit comes in useful and saves on the old finger 
work in sticky situations. Beyond The Ice Palace has plenty of 
content so you won’t get fed up easily. Well worth the money. ” 

81% 


Producer: Elite 
Retail price: £7.99 

cassette, 
£11.99 disk 
Software 
Authors: Paradise 


B eyond the Ice Palace there 
lies a mystical land caught 
up in a bitter battle between 
good and evil. Dark spirits are 
setting alight the forests, 
destroying the homes and 
livelihood of simple woodcutters. 
In desperation the ancient and 
wise spirits of the woods shoot a 
sacred arrow into the air. Whoever 
finds it is bound to destroy the 
powers of darkness or die in the 
attempt. . . 

Running and jumping along a 
horizontally scrolling landscape of 
rocky caverns, moving platforms 
and precarious ladders, the 
chosen warrior attempts to 
penetrate the darker regions of his 
troubled land. Occasionally 
organic boulders block his path 
while walls raise themselves 
mysteriously behind him. 
Grotesquely shaped creatures 
emerge from the shadows: 
ghoulish monsters, gigantic 
caterpillars, zombies and 
butterflies bearing a deadly sting. 
Burly ogres hurl axes and fluttering 
insects belch out firebolts. 

I NICK l 


► You meet the strangest people ... 


Contact with any of these results 
in the immediate loss of one of nine 


► Better put your woolly jumpers on for this one 


► Your soul returns to heaven 



[PAUL l 


“ It just goes to prove that you don’t need to lash out thousands 
of pounds getting a cool ’n’ trendy arcade licence to produce a 
cool ’n’ trendy arcade-like game. Beyond The Ice Palace is 
undoubtedly the best game to come from Elite for quite a while - 
much more fun than the likes of Buggy Boy and Ikari Warriors. The 
game could easily have been called Ghosts ’n’ Goblins II as it’s 
just like the arcade game, but on a larger scale. The baddies 
contain a whole range of rough ’n’ tough characters - each 
requiring a different killing technique - making it very addictive. 
But where Beyond The Ice Palace scores over other games of this 
large genre is in its clever use of colour. There’s just enough to 
create varied scenery but not an overuse creating scrolling 
problems. I suggest you carefully consider purchasing it - an old 
genre, well done. ” 

85% 


84 CRASH June 1988 



































































































































particularly persistent enemies. 

Two Spirits of the Forest 
accompany the warrior on his 
journey. When activated via the 
keyboard they sacrifice 
themselves in order to reduce the 
power of the enemies currently on 
screen; some are weakened while 
others are completely destroyed. 
Extra spirits and bonus icons, 
which boost points, are scattered 
around the hostile land. 

A status display shows number 
of lives remaining, current score 
and number of spirits left. Should 
the hero succeed, the land to the 
north is saved; should he fail, there 
will be nothing but death, fire and 
destruction in the mystical 
kingdom beyond the legendary 
palace of ice. 


_/ KATI l _ 

“ Considering it’s so far 
north, the land beyond the 
Ice Palace is surprisingly 
colourful. Vibrant reds 
contrast boldly with the 
green skin colouring of most 
aliens creating a spooky, 
supernatural atmosphere to 
which even the inevitable 
moments of colour clash 
contribute. The main sprite is 
precisely drawn and well 
animated; even his flowing 
hair bobs up and down as he 
runs. In terms of gameplay 
the legendary land of 
‘goblins and ghosts’ is rather 
like a sophisticated version 
of Ghosts ’n’ Goblins. The 
number of weapons, the 
complexity of the landscape 
(which can usually be 
negotiated in several ways) 
and the variety of different 
enemies have been carefully 
designed to keep you on the 
edge of your seat. The sound, 
which is confined to one or 
two squirty effects, could 
have been improved and 
collision detection can be 
slightly inaccurate. Apart 
from that Beyond The Ice 
Palace makes for a slick, 
playable and extremely 
compelling fantasy arcade 
adventure. ” 

82 % 


_ lcOMMENTsl __ 

Joysticks: Cursor, Kempston, 
Sinclair 

Graphics: a clever mix of 

detailed characters and colour 

backgrounds 

Sound: jolly title tune with 

many varied and inventive 

effects 

Options: definable keys 
General rating: Ghosts ’n ’ 
Goblins on a larger scale. 
Challenging and addictive, at a 
reasonable price 


Presentation 80% 

Graphics 87% 

Playability 80% 

Addictive qualities 83% 

OVERALL 83% 










































FRONTLINE 


Producer: Zeppelin Games 

Retail price: £2.99 

Authors: Spike & Michael Owens 


A top class mercenary has 
penetrated maximum 
security headquarters in an 
attempt to get his hands on the 
secret missile plans housed in the 
laboratory. Taking the part of this 
highly trained, heavily equipped, 
super-fit fighter, the player battles 
through several multi-directionally 
scrolling levels in an attempt to 
locate the coveted blueprints. 

► Derek Brewster's revenge 


The enemy camp is brimming 
with soldiers, armoured tanks, 
motorbikes and jeeps. Pillboxes 
and trenches belch out a constant 
stream of bullets and enemy 
grenades hurtle through the air. 
The mercenary’s initial arsenal of 
grenades, mines and bullets can 
be improved by collecting the 
additional supplies scattered 
around each part of the camp. 

Although major injury is 
immediately fatal, the player can 



_/ KATI l _ 

“ Frontline is extremely well presented with a colourful title 
screen, scrolling hint messages and a sophisticated status 
display. Unfortunately the central graphics don’t quite match up 
to the promise of the front end: the sprites are blocky and despite 
a few splashes of colour, most of the combat zone has been 
dipped in an unpleasant shade of yellow. Although gameplay is 
very reminiscent of Ikari Warriors, the search and find element 
just saves it from total obscurity. Charging through the 
undergrowth at breakneck speed is initially quite addictive but 
the lastability of the appeal is doubtful. ” 

54% 


withstand a limited number of 
bullets. His decreasing energy rate 
is indicated on a status display 

_ /PAUL l 

“ I can’t say that this is the 
sort of game that I’d have 
chosen for releasing as my 
first game on the Spectrum, 
but Zeppelin have done it - 
and I dare say they’ll sell a 
fair few despite its poor 
quality. Everything about 
Frontline is just not up to the 
mark. The graphics are 
acceptable, but could have 
been improved - the sound 
likewise. In fact the only 
impressive part of Frontline is 
the presentation, which is 
colourful and informative. 
There are many better shoot 
’em ups at a budget price 
(U.C.M. for example), 
Frontline is just more run-of- 
the-mill stuff. ” 

45% 


which also shows current score, 
number of lives left and amount of 
ammunition remaining. 

Each level hides an access 
pass. Once found, this gives 
admission to the laboratory which 
in turn provides information for 
entry to the next round and 
another step towards the much- 
needed plans. 

_ /COMMENTS l _ 

Joysticks: Kempston, Sinclair 
Graphics: small characters on 
a simple and colourless 
background 

Sound: simple spot effects 
General rating: a simple start 
for Zeppelin Games 


Presentation 

70% 

Graphics 

40% 

Playability 

50% 

Addictive qualities 

48% 

OVERALL 

50% 



SABOTAGE 


1 


Producer: Zeppelin Games 
Retail price: £2.99 
Author: Nicky Rutter 

T he eight sectors of your 
planet are under alien 
attack. As a trained 
mercenary you do not hesitate in 
volunteering to clear each sector 
of enemy craft and hunt out the 
vital pieces of a blueprint which, 
when assembled, allow your 
ship’s weapon computer to lock 
on to the alien leader’s 
mothercraft. 

The player hurtles through 
space over a vertically scrolling 
background of futuristic 
structures, bridges and platforms. 
Hostile enemy craft appear in 
various formations from above, 
and collision with any of these 
causes instant death. 

► It's all a ( Light)farce 


Collectable lettered icons 
temporarily improve the defensive 
equipment of the player’s craft. 
Forcefields provide a few 
moments of invulnerability, and 
pockets of gravitational 
acceleration increase speed. 

Following a climactic 
confrontation with the sector’s 
mothership, the player’s vessel 
automatically lands in the alien 
camp. The player is transported 
into a maze of passages viewed 
from above. Carefully avoiding the 
flight of deadly birds, the complex 
is negotiated in order to collect a 
section of blueprint and return 
safely to the ship. 

Successful completion of a level 
rewards the player with a 
password to the next, and the 



. . I KATI l _ 

“ Sabotage is an attractive and competent rendering of the 
ageing shoot ’em up theme with a couple of small variations: the 
password system (an effective antidote against the boring 
repetition of levels you already know back to front) and the maze 
element which comes as a welcome break from bombing and 
blasting. Although sound is virtually non-existent, the 
monochrome backdrops are suitably atmospheric, difficulty is 
nicely graded and the scrolling is smooth. All the elements of a 
compelling (if unspectacular) game are present; whether you 
take up Zeppelin’s challenge ultimately depends on just how 
addicted to quick-fire blasting you are. ” 

60% 


I PAUL l 

“ Why can’t people come out 
with something even slightly 
original in the budget market 
nowadays? The first stage of 
Sabotage is very reminiscent 
of FTL’s Lightforce, except in 
monochrome, negating the 
whole point of Lightforce, 
which was its clever use of 
colour. The bonus stage is 
hardly worth mentioning: it 
contains crude characters 
and presents very little 
challenge to the average 
player (ie Nick Roberts!). If 
you’re after a simple and 
cheap Lightforce clone then 
Sabotage may appeal to you; 
I detested it though. ” 

35% 


appropriate password allows 
access to any level at the 
beginning of the game. Once all 
the blueprints have been collected 
the alien leader’s fate is sealed. 

_/ comments! 

Joysticks: Kempston, Sinclair 
Graphics: oversized 
monochrome graphics on first 
stage - tiny and colourful on 
second! 

Sound: mediocre sound 
effects 

General rating: a low starting 
point for a new company 


Presentation 

50% 

Graphics 

50% 

Playability 

53% 

Addictive qualities 

55% 

OVERALL 

53% 
























































































SLAYER OF THE DAMNED 
ATARI ST £19.99 Disk 
SPECTRUM 48/128K 
£7.99 Cassette 

SPECTRUM +3 £12.99 Disk 
CBM 64/128 

£9.99 Cassette - £14.99 Disk 
AMSTRAD CPC 
£9.99 Cassette - £14.99 Disk 
MSX £7.99 Cassette 


BLOOD BROTHERS 

CBM 64/128 
£9.99 Cassette-£14.99 Disk 
AMSTRAD CPC 
£9.99 Cassette - £14.99 Disk 
SPECTRUM 48/128K 
£7.99 Cassette 
SPECTRUM +3 £12.99 Disk 


“Our blood is mixed, 

We are as one, 

Let no man or beast come 
between us, 

And let nothing deter us from 
our aim, 

To avenge the deaths of our 
parents, 

And destroy the Scorpians, 

DEATH TO THE 
SCORPIANS” 


Son of the Gods, curse of his 
fellow men, Hercules is set 12 
awesome tasks to exonerate the 
sin of murdering his children. 
Armed by his divine fathers he 
sets forth to face the hideous 
skeleton hordes and ultimately 
overcome the evil minotaur. 

To slay the damned is his only 
saviour in repenting his sins. 


AAAAAAAA 


Gremlin Graphics Software Ltd., Alpha House, 10 Carver Street, Sheffield SI 4FS. Tel: 0742 753423 
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HOW TO C ET YOU R 48K SPECTRUM REPAI RED=0R ON LYeT?^ 


m NOW available- the official Spectrum upgrade! 

■Turn your Spectrum into 
la Spectrum + for j ust £24.95 


Professional full-size kevooard 
-includes izextrakeys 
Responsive typewriter-style action 
Accepts all current spectrum 
software and peripherals 




:|§ii 


Here's some exciting news 
for Spectrum owners.... 
the official Spectrum upgrade Kit. The Upgrade has everything 
you need to turn your Spectrum into the stylish new Spectrum 
+. You don't even need an understanding of electronics, just 
the ability to solder a few wires together! The leaflet in the kit 
gives clear, step by step instructions. If you're not sure about 
doing it yourself, don't worry. Simply return your 48K Spectrum 
to us and for £31.90 + £1.75 p+p well upgrade it for you. 


TEN ★ REPAIRSERVICE 



★ While you wait repairs £22.50 48K Spectrum. 
£25.00 Spectrum +2 

★ All computers fully overhauled and fully 
tested before return. 

★ Fully Insured for the return journey 

★ Fixed low price of £19.95 including post, 
packing, parts, labour. Spectrum +2 repairs 
only £25.00 fully inclusive. 

★ Discounts for schools and colleges. 


★ Six top games worth £59.00 free with every 
Spectrum repair. Now includes FREE memory/ 
keyboard test. 

★ We also repair commodore 64's, Vic 20, 
Commodore 16 +4, Spectrum +2 and +3. 

★ The most up to date test equipment developed by 
us to locate faults within your computer. 

★ Rubber keyboard repair (replacement membrane 
only). Just £10.00 including p+p 

★ 3 month written guarantee on all repairs. 



RIBBON 



56 Way ribbon 
cable to extend 
your ports for 
your peripherals 
£10.95 plus £1.75 p&p 


The official Spectrum upgrade. Naturally your upgraded computer 
will accept all the peripherals in your Sinclair system-interface 1, 
Microdrives and so on - as well as all Spectrum software. Just as 
important, new Spectrum software and peripherals will be designed 
with the Spectrum * in mind. So the Sinclair upgrade adds stylish 
looks, new capabilities ... and new potential for the future. 

The bigger, better Spectrum keyboard 
The Spectrum + measures 12W x 6”. it has a large typewriter-style 
keyboard, with hard, moulded keys. You'll find the new keyboard has 
a smooth, positive action - ideal for touch-typing, word processing, 
simulation programs, and extended programming sessions. Two 
retractable legs give a perfect typing position. There are 58 keys in all, 
including 17 new keys. Programmers will be pleased to see dedicated 
punctuation keys, a space bar, and separate shift keys for graphics and 
extended models. And a reset button allows you to clear a program 
from your computer's memory without disconnecting the power 
supply. 

HOW TO ORDER BY MAIL 

1. If you require us to do the upgrade for you please send £31.90 +£1.75 
p+p. Total £33.65. 

2. Should you require the do-it-youself kit just send £24.95 * £i.75p+p. 
Total £26.70. 

3. if you require your Spectrum to be repaired 
and upgraded to a Spectrum Plus we have a 
special offer price of just £50.00 complete. 

Orders can be placed by using your Access/ 

Visa Card on the numbers below. 


BEST PRICES! 




ARE YOU ANOTHER CUSTOMER - fed up 
waiting weeks for your estimate? 

Need your computer repaired fast? Then send it now to the Number One Repair 
Company in the U.K., or call in and see us at our fully equipped 2,500 square foot workshop, 
with all the latest test equipment available. You are more than welcome. 

We will repair your computer while you wait and help you with an' of your technical problems 
Commodore computers repaired for only £35.00. Please note we gove you a 100% low fixed 
price of £19.95 which includes return post and packing, vat, not a between price like some 
other Repair Companies offer, we don’t ask you to send a cheque in for the maximum amount and 
shock you with repair bills £30 upwards. Don’t forget we are Amstrad aproved for quality and 
speed, don’t risk your computer to any other unauthorised repair centre, we dont just repair the 
fault and send your computer back, we give your computer a - 

OVERHAUL WITH EVERY REPAIR WE DO:- 

_ We correct colour, sound, keyboard, check the loading and saving chip, even 
put new feet on the base if required. Check for full memory, check all sockets 
including ear/mike and replace where needed. All for an inclusive price of £19.95 
which includes VAT, parts & labour, return post, packing & insurance. No hidden 
extras whatsoever. 

(Should a computer be classed as unrepairable due to.tampering we maybe able to offer a 
replacement circuit board at additional charge.) 



The Cheetah 125+ Rapid Fire 
Joystick and Ram Dual Port 
Turbo Interface. 

Recommended retail price £20.90j 
Special offer price £18.95 
Items can be purchased 
separately, Ram Dual Port Turbo 
interface £12.95 + £1.75 p & p 
125+Joystick £7.95 £1.75p&p 


^Developed by us - is W 
size of conventional 
power supplies Just 
£29.00 + 1.75 p+p 


design 

Power supply for your 
Spectrum doesn't 
even need a plug, 
only £10.95+ 1.75 p+p 


*$£ 7 } 


spectrum keyboard 
membranes 
I £5.50 plus £1.75 p&p 
Spectrum Plus spare keyboard 
| membranes £12.90 plus £1.75 p&p I 


URGENT NOTICE Don't be misled by adverts showing between prices.’ A recen 
complaint against a Manchester repair firm, Mancomp, was upheld by the Advertising 
Standards Authority on two counts, "it had stated BBC repairs between £14 and £45 
then charged the customer £85." Their guarantee policy was misleading as it did not 
make clear that all repairs were not covered. 



ITT 
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EDITION NOW HOT OFF s 


THE VIDEOVAULT COMPUT 
COMPANION 


S^Jj^’SPECTRUM 
^t- 3 CASSETTE 
LEADS 


LOAD YOUR CASSETTE 
SOFTWARE INTO YOUR 
+5 USING THESE 
^ LEADS. 

°" L £4.50 

£1.75 p&p 




ON-OFF SWITCHES 

FOR THE SPECTRUM 
AND SPECTRUM 

ORDER No 
1067 SPECTRUM 
1067A SPECTRUM + ’ 

£4.95 +1.75 p + p 



USEANY 
JOYSTICK Wl 
YOUR SPECTRUM 

SINCLAIR JOYSTICK ADAPTOR FOR 
CONNECTING SPECTRUM +2 
COMPUTERS TD MOST JOYSTICKS 



New bigger catalogue now available containing over 2,500 items including software for all computers, joysticks 
spare parts, business software, books, plus many more. Just send 3xi8p stamps for yourfree copy. Over 20 pages 
full of top quality products delivered to your door by return post. 



POST + PACKING 
CHARGES UK ONLY 
OVERSEAS 
POST + PACKINC 
CHARGES PLEASE 
WRITE FOR 
QUOTE \ 



Old Kingsmoor school, Railway street, Hadfield, Hyde, Cheshire SK148AA 
Tel: 04574 66555/67761/69499 Main Office, enquiries and orders only. 


a OZC A77C \A/hilj 




c COPYRIGHT VIDEOVAULT NO. 885050 FAX NO.04574 68946 
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Producer: Elite 

Retail price: £7.99 cassette, £11.99 disk 
Author: Maz Spork from a Taito coin-op 



► Looks like Cameron's passed his driving test! 


B uggy Boy, a great success 
on the Commodore 64, has 
finally made it to the 
Spectrum. Leap into your race- 
tuned, customised Baja Bug and 
get ready to hurtle over five of the 
toughest, roughest, meanest and 
hardest race tracks ever devised. 
Select your course from the title 
screen, fasten your seat belt and 
get ready to race against the clock! 

Each track is divided into four 
individual stages. The difficult 
cross-country terrain is punctured 
by black tunnels, narrow bridges 
and a forbidding array of 
obstacles. Successful drivers 
dodge, dart and swerve through 
complex formations of boulders, 
brick walls, lamp posts and trees. 
Particularly tough barriers are 
avoided by hitting one of the many 
logs that lie across the track: your 
buggy flies through the air, soars 
over the offending boulder or wall 


and lands with the greatest of ease 
on the other side. Driving over tree 
stumps and small rocks tilts the 
car on to two wheels, making it 
especially manoeuvrable when it 
comes to negotiating small gaps. 

Falling off bridges, crashing into 
the edge of tunnels, or colliding 
with trees, boulders and walls 
cause the buggy to explode. A new 
vehicle promptly takes its place 
but the resulting delay may 
seriously impair your chances of 
completing a track. Driving 
through time gates increases the 
amount of time allotted to the next 
stage of the course by two 
seconds per gate. 

Bonus points are scored by 
weaving through the score gates 
and collecting flags which gain 
extra points for every sequence of 
five. Status displays show current 
speed, score, leg, number of flags 
in the sequence collected and a 


miniature map showing your 
position on the overall track. 
Complete each course with record 
points and your achievement is 
displayed as the ultimate 
highscore. 

I nick l 

“ Buggy Boy, that fantastic 
three-screen arcade game 
has at last arrived on the 
Spectrum, with all the 
graphics, colour and sound 
of the coin-op machine ... 
Well not quite! The graphics 
look good from afar, but up 
close they’re just a mess of 
chunky blocks! Some levels 
are fun to play, especially the 
sections where you go over 
bridges and through tunnels. 
The courses don’t seem to 
be all that different on the 
Spectrum, though: no 

footballs or slopes (as there 
are on all other versions), just 
a differently coloured 
background. I must say that I 
was disappointed with Buggy 

_l^ i__ 


I PAUL l 

“ Elite’s latest arcade tie-in 
suffers from all the problems 
of the infamous Out Run - 
and, like the US Gold top- 
seller, you’ll either love it or 
hate it. For those that want 
something that looks like the 
arcade machine there’ll be 
plenty to be happy about. 
Visually the game is very 
similar to Super Hang-On, 
using lots of blocky colour on 
the main buggy - which is 
very large, often hiding most 
of the scenery - but leaving 
the rest of the objects 
colourless. However, due to 
the vast array of gates, trees, 
rocks and stones on the 
track, the game suffers 
terribly from locking up when 
too much appears on the 
screen - thus making it quite 
unplayable. If only the 
programmers had 

concentrated on making the 
game playable and addictive 
while ignoring the 
impressive visual aspects 
they’d have had an Out Run 
challenger on their hands. 
Sadly it suffers from all the 
same flaws as US Gold’s 
product. ” 

72% 


_/ COMMENT^! 

Joysticks: Cursor, Kempston, 
Sinclair 

Graphics: the cluttered, but 
colourful, display creates 
strong visual problems when 
jumping over rocks and hills 
Sound: above average 128K 
ditties, with restricted - but 
similar - tunes on the 48K 
Options: choice of five tracks 
General rating: visually a good 
conversion, but lacking 
playability and addictiveness 
to make it a real winner 


Presentation 62% 

Graphics 66 % 

Playability 72% 

Addictive qualities 68 % 

OVERALL 71% 


Ikati L 


“To expect Buggy Boy to match up to the high standards of the 
coin-op is completely unrealistic. Some resemblance in terms of 
playability and control isn’t too much to ask for, though, and Elite 
certainly provide you with that. It’s just that ‘some’ doesn’t turn 
out to be quite enough. The graphics are just about as good as 
they can be on the Spectrum and the programmers have 
managed to include a lot of the original features. Unfortunately, 
the buggy is slightly too slow and just too large. Unless you’re 
going uphill you can’t always see where you’re going; successful 
manoeuvring is more a matter of luck than skill. When the vehicle 
tips to one side you might as well be playing with a blindfold over 
your head. Mind you, judging from the success of Out Run this 
isn’t going to put anyone off. A lot of people are going to have a 
wild and wicked time speeding around the tracks - with a bit 
more effort they could have had a super-sensational ride. ” 

71% 


71% 
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^WrpTno rest for the wicked VENOM 


I Tf 


sea*' 


crce.cv] 


npisvil 


a nfiljll 1 


ttran. 


, lT[ ^rVUr, 


Producer: Gremlin Graphics 
Retail price: £8.99 cassette, 
£12.99 disk 

Author: programmed by Mark 

Rogers and Colin Dooley, 
graphics by Steve and 
Marcos 
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“ VENOM is definitely strik¬ 
ing back with this great 
new addictive game from 
Gremlin. It’s basically just a 
horizontally scrolling shoot 
’em up but it’s just packed 
full of detailed graphics and 
challenging puzzles that 
will have you glued to your 
screen for hours. Right 
from the start of the game 
you’re confronted a variety 
of nasties that all have their 
own way of destroying you. 
Once you’ve memorised 
the attack patterns then the 
game does get a bit easier 
and you can get further. I 
loved the way that once you 
enter a password you can 
go to that level through one 
of the four transporters. It 
saves a lot of time and 
stops thefirst fewlevelsget- 
ting monotonous. Every 
screen is full of excellently 
designed objects and 
characters, all on an atmos¬ 
pheric background of 
moons and mountains. The 
animation on each screen 
adds a dimension of 
realism with rippling water 
and pretty detail! Brilliant 
colour, fantastic sound and 
there’s even a good game 
in there somewhere. 
VENOM Strikes Back is 
another great game in the 
MASK series. ” 

NICK 91% 


“ Every game in the MASK 
series is an improvement 
over the last - and VENOM 
Strikes Back is definitely the 
best of the cartoon-based 
series. What’s most impres¬ 
sive to me is the way that 
each game differs tremend¬ 
ously from every other - 
unlike, for example, the 
Renegade series - but each 
still ties in strongly with the 
base subject of the TV prog¬ 
ramme. The latest in the 
series is superbly pre¬ 
sented but also contains a 
playable and addictive 
game. The graphics are, 
without a doubt, the most 
impressive part of the 
game. Apart from being 
amazingly colourful and 
intricately detailed they’re 
also superbly animated - 
which, when you take a 
look at the amount that’s 
moving, is pretty impres¬ 
sive. But there’s more to it 
than that: it requires a great 
deal of thought, planning 
and strategy if you’re to get 
anywhere with it. The 
MASK series must be a real 
collector’s pack now - all 
three are well worth getting 
- but VENOM Strikes Back is 
simply the icing on the 
cake. ” 

PAUL 91% 


“ Gremlin strike back with 
a vengeance! Graphically, 
MASK II was a definite 
improvement on MASK I; 
the sequel to the sequel 
goes one further in its 
excellent use of colour and 
detail. Matt Tracker is 
cutely animated, even 
down to the rhythmic turn¬ 
ing of his head as he 
bounds along the moon’s 
bright surface. Gameplay, 
very much in the style of 
Exolon and Yeti has the 
added bonus of freedom of 
movement; you can usually 
jump back into the screen 
you’ve just left, avoiding a 
VENOMous onslaught of 
enemy fire. The complexity 
of the unfamiliar lunar ter¬ 
rain and the properties of 
the different masks 
ensure plentiful variety. 
Learning when and where 
to use each mask is an 
addictive process of trial 
and error; there’s nothing 
like a premature plunge 
into the sea or a sudden 
untimely re-materialisation 
to keep you going back for 
more. Scrolling is smooth, 
collision detection is accu¬ 
rate and control is surpris¬ 
ingly fast. It all contributes 
to a polished, sophisti¬ 
cated and extremely com¬ 
pelling arcade adventure. 
Ignore it at your peril! ” 

KAT1 90% 


COMMENTS 


Joysticks: Cursor, 
Kempston, Sinclair 
Graphics: a superb range of 
colourful and detailed 
characters with a wide range 
of realistic and animated 
backgrounds 

Sound: great title tune from 
Benn, with above average 
spot effects 

Options: definable keys 
General rating: the superb 
presentation enhances a very 
playable and addictive game. 
VENOM Strikes Back will 
appeal to adventure and 
shoot ’em up fans alike 


have you 


^ Excuse 


inpTsftl 


Presentation 93% 

Graphics 93% 

Playability 90% 

Addictive qualities 91 % 

OVERALL 91% 


IjJl att Tracker’s third is radically decreased. Should his 
UU appearance on the energy counter fall to zero his mis- 
Gremlin label is fraught sion is prematurely aborted, 
with personal anxiety. Miles As he approaches the nerve 
Mayhem has kidnapped his son 
Scott and is holding him to ransom 

on the moon. Unless MASK’S HHPilPVPVSPVPiVffiPI 
entire forces are surrendered to ■Im 

VENOM, Scott is doomed. Matt’s MW m 

dilemma is a public as well as a lprF&rww[mi 

private one: if he gives in, VENOM KpjjpMirtU 

gains total control over the Peace- 

ful Nations Alliance but if he holds 

out, his son may not survive. The KMiAM 

only possible course of action is to 

orchestrate a clandestine rescue 

attempt; equipped only with his 

spacesuit, Matt resolves to under- 

take the dangerous mission on his 

own. 

Teleporting onto the moon’s sur- 
face he begins the perilous journey 
which is set against a horizontally ESijSilffiEbS 
scrolling lunar landscape of hills, 
depressions and vast stretches of 
deadly sea. Purple mountain 
ranges pucker the horizon while 
doors occasionally allow entry into 
inhabited (but mostly deserted) BpjjS&pJt 
parts of the moon base. 

VENOM’S defence systems are 
on full alert: blockbusters, death- 
spheres, serpents and angels of IQlM 
death belch out ammunition while 

surplus projectiles hurtle through KfiwifittyiMphOpUMM 
the air. Too much contact with 
enemy fire and Matt’s energy level 


centre of VENOM’S base and 
attempts to gain control of an 
enemy craft, Matt encounters 
supplies of four different types of 
protective mask which are acces¬ 
sed via the keyboard. Selective 
use of each of their properties 
dramatically improves his chances 
of success. The Penetrator tem¬ 
porarily dematerialises the body, 
allowing it to pass through solid 
objects, while the bouyant qual¬ 
ities of the Jackrabbit mask are 
particularly useful when negotiat¬ 
ing long stretches of sea. Masks 
are collected in boxes of 99 units 
which count down as they are 
used. 

Status displays show score, 
energy meter and current status of 
masks, while a scrolling message 
provides extra information where 
necessary. 

As each level is completed, Matt 
decodes the password to the next. 
Typing this in at the beginning of a 
game unlocks the teleport gate to 
the appropriate level and another 
desperate attempt to rescue 
Scott. 
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COHTtHUE PRACTICE? VCi 


»UTER FftCER 


k?- Figure Skating 

^ Precision and poise 
are essential in this 
most artistic of sports. 


Cross Country Skiing - one of 

the stiffest tests of pure physical 
prowess ever devised. You will 
battle with time, terrain and 
winter itself. Here nothing is ^ 
on your side save the occasional 
surge of gravity on a downhill 
section. Muster all the 
spirit and strength ^ 

you can for this is 
the ultimate 

test of Jf I 

endurance! f -§■ 


/ SpeedSkating 

- The fastest 
self propelled sport 
on earth. A test of 
W strength and rhythm 
where speeds of 30 mph j 
are reached in the A 

quest for gold. 


Available for: 


Amstrad CPC Cassette & Disk 


All screen shots from the 
Commodore 64 version. 


CBM 64/128 Cassette & Disk 


MSX 64 Cassette 


Manufactured and distributed 
under licence from Epyx Inc. a 
by US Gold Limited, 

2/3 Holford Way. 

Holford, 

Birmingham, 

B6 7 AX. 


Spectrum 48/128K, + 2 Cassette 


Spectrum + 3 Disk 


© 1988 Epyx Inc. All rights reserved. * 
Epyx is a Registered Trademark No. 1195270. 


FASTER... FIJRTHKR... BETTER 


lou are competing against the world's greatest, 
in the greatest and toughest series of w inter 
sports yet dev ised. Seven events to test your skill 
and nerve to the utmost: each one with its 
own individual demands. Practice, patience 
and more practice arc required to si and __ 

any chance of a medal. You cun do it. you f 
u7//do it! \nd what's more you'll hav^ ■ 































Ski Jumping - Daredevil bravery, 
a nerves of steel and total control 
K are compulsory in this thrilling 

7 '^ and most dangerous 

sport where both 
distance and 
style count 
towards 

. IBk your 

RkKSufc v Mask score. 


Slalom - \ ^ 

Speed, control 

and split second timing makes the 
Slalom the most difficult of all skiing 


events. Choose from different courses ^ 
vdr y in £ in their difficulty. 


Downhill Skiing - A free , i 
fall in white. Using gravity 1 
as your power source and your 
poles for balance, you’ll 
attain speeds of 70 mph 
k as you hurtle towards 
gold and a place in 
^fk the record books! 


Luge -Daring; 
a touch of winter madness! 

Lying prone, feet first on a sled technologically 
designed to assault time you’ll use every muscle 
in your body to make the most of each straight and 

curve on a 
choice of 
Bli, courses. 






























GET A 
TASTE FOR 


THE 

STRONG 
STUFF... 

WIN A 
CASE OF 
IRN- 
BRU! 



garnishing your meal of iron bars with a 
casual sprinkle of savoury aluminium tacks. 
Fortunately Irn-Bru goes down equally well 
with more traditional fare; haggis, ‘tatties 
and neeps’, salted porridge, scotch 
broth ... A prize of sophistication-you’d 
be a fool to give this competition a miss. 

As we’ve already mentioned, Irn-Bru’s 
incredible powers can only be attributed to 
a potion of secret magical ingredients. 
Devise a suitably iron-ic (ha!), imaginative, 
strapping, sturdy list of powerful contents, 
and you could be well on your way to 
winning a case of the magic essence. 

Just stick your list (as exotic, homely or 
far-fetched as you like) into an envelope 
and send it, together with your name and 
address, to: SECRET FORMULA COMP, 
CRASH, POBox 10, Ludlow, Shropshire, 
SY81DB. 

Each of the six most original entries will 
be rewarded with a case of Irn-Bru 
containing 24 cans. CRASH accepts no 
responsibility for any damage which may 
be caused by winners unaware of the 
potential of their new-found strength and, 
as always, the decision of the magazines’s 
appointed judges is final. 


Made in Scotland from girders, consumed 
in England by giants, Irn-Bru is the secret 
formula behind colossal Caledonian bite 
and brawn. A glass of the orange nectar and 
you’ll be performing extraordinary feats of 
athletic, musclebound strength and 



SHANGHAI KARATE) 

Producer: Players 
Retail price: £1.99 

Authors: Kevin Parker and Jabba Severn 


T he Changchun Academy, 
which based its disciplines 
on the secret karate scrolls, 
was the most famous karate 
school in northern China. A failed 
former pupil, Wang Chen bore a 
terrible grudge and massacred 
both masters and students in one 
terrible night of carnage. Only Lo 
Yin survived to make a desperate 
(and ultimately successful) 
attempt to transport the precious 
scrolls to the safety of Shanghai. 
Mission accomplished, Lo was 
lured into a dangerous dragon 
temple and never seen again. 

The player takes the part of Lo 
Yin (player two can take the part of 
Wang) in an attempt to relive the 
six levels of his journey to 
Shanghai. In an underground cave 
and on the Great Wall Lo meets 
one of Wang’s men in single 
combat. Using 16 different moves 
he attempts to chop, kick, sweep 
and block his way to success by 
reducing his opponent’s energy to 
zero four times. 

Following a battle with Wang’s 
men on the shores of the Yangtze 
river, Lo reaches Shanghai. The 


quickly dispelled by the slow 
movement of the fighters. When 
Lo Yin jumps, for example, he 
floats in slow motion through the 
Shanghai sky - a nasty experience 
and one, on the whole, that is best 
avoided. ” 

KATI 41% 

• “ Players have a great gift of 
producing a product with super 
presentation, clear concise 
instructions and great sound 
(very much like Code Masters) - 
but, yet again, a game which is 
only mildly addictive. Like most 
games of its genre Shanghai 
Karate requires little skill - just 
constant use of one or two 
moves to defeat the computer 
opponent. The graphics and 
sound are the only real drawing 
points of the game. However, 
the overall attraction of 
Shanghai Karate diminishes after 
a few games due to the vapid 
gameplay. One plus point 
though: the gong sound on the 
128K is sheer brilliance (but not 
really worth £1.99). ” 

PAUL 48% 



X;:. 


enemy attempts to defeat him 
twice more (in the harbour and the 
city sewers) before Lo enters the 
dragon temple and enacts the 
ending of his unfinished tale. 


/ CRITICISM | 


• “ Another budget offering fails 
to hit the mark. The backdrops are 
colourful, the sound is 
atmospheric - it’s just the 
gameplay that leaves a lot to be 
desired. Wang’s men aren’t 
particularly hard to defeat; a few 
well-placed kicks and you’re well 
on your way to mediocre success. 
Unfortunately you have to beat 
each opponent four times. With 
the sixtieth consecutive punch 
your interest begins to wane ... 
Any remaining excitement is 



► Nice graphics, shame about 
the gameplay . .. 


/ COMMENTS | 

Joysticks: Sinclair, Kempston 
Graphics: attractive backgrounds 
with slowly animated, but detailed, 
main characters 
Sound: great gong sound, with 
white noise effects 
Options: sound on/off 
General rating: visually appealing 
but lacking playability due to bad 
animation 


Presentation 

57% 

Graphics 

60% 

Playability 

41% 

Addictive qualities 

40% 

OVERALL 

45% 
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Producer: Atlantis 
Retail price: £1.99 

Authors: Graham, David and Adrian Shaw 


T he evil leader Rogorf is 
causing havoc on the planet 
Cerius. In a dastardly 
attempt to get the necessary iron 
ore to make his army of 
Phibiatrons even more powerful, 
he has enslaved the planet’s 

_ I paul l 

“ If I ever imagined an 
Exolon-looking budget game 
then this would be it. Just like 
Exolon, Cerius is very 
attractive (although contains 
less variation) and smartly 
presented. Initially the game 
is quite puzzling, but after a 
few games, with a bit of 
planning, you can easily 
complete the first few levels. 
It’s sad to see such a small 
play area but the scrolling is 
smooth and the graphics 
colourful. After a rest, 
Atlantis have come back to 
the market with a great little 
game. ” 

70% 


peaceful people and has forced 
them into the mines. Not 


I KAT! I 

“ Apart from the fact that the 
playing area only takes up 
about a quarter of the 
screen, Cerius is enjoyable 
and competently presented. 
The graphics are colourful, 
the Phibiatrons are carefully 
drawn and the gameplay is 
complicated enough to keep 
you playing for more than a 
couple of hours. In the end, 
though, it probably won’t be 
much longer than that. Very 
much like a watered down 
version of Exolon, Cerius 
doesn’t present that high a 
challenge and your initial 
enthusiasm is more likely to 
be wooed away by one of the 
faster, more demanding 
games on your shelf. Still - 
it’s fun while it lasts and, for 
£1.99, definitely worth a try. ” 
68 % 



surprisingly, you are the planet’s 
only hope. 

You enter your armoured 
Avenger V4 and set off on your 
journey through Rogorf’s 
complex. The series of flick- 
screen platforms and walkways is 
divided into different sections 
each of which is guarded by a 
particularly fierce Phibiatron. 
These guards must be defeated to 
gain a letter of the scrambled code 
which gives access to the next 
level. Meanwhile other Phibiatrons 
fly in from the left, firing missiles. 
Each direct hit or collision reduces 
power points. Once power 
reaches zero the game is lost. 

The player’s tank is equipped 
with an initial armoury of 40 
missiles and one bomb. Entering 
ammunition pods boosts weapon 
supplies while other pods increase 
the tank’s equipment or provide 
extra energy. 

At the end of each level, which 
must be completed within a given 


time limit, the screen prompts you 
to enter the appropriate code. 
Unscramble the letters you have 
collected, type them in and you’re 
well on your way to Rogorf’s lair. 


_/ COMMENTS /_ 

Joysticks: Kempston, Sinclair 
Graphics: very colourful with 
intricate detail on all characters 
and scenery 

Sound: above average title 
tune and spot effects 
General rating: a smart 
Exolon clone at a cheap price 


Presentation 

80% 

Graphics 

75% 

Playability 

74% 

Addictive qualities 

68% 

OVERALL 

70% 


j 


PROWLER 


Producer: Mastertronic 
Retail price: £1.99 
Authors: Icon Design 

T he outpost planet Ferantoo 
is under attack from a 
wicked force of alien 
Peradusians. Taking control of 
Prowler, the Northall Q15-C 
assault craft, the player can 
choose from a selection of ten 
different missions and five 
difficulty levels (Rookie to Top 
Gun) as he attempts to protect his 
planet from the invading alien 


ships. 

The mission is viewed from the 
cockpit of the Prowler aircraft, 
looking over a 3-D environment of 
mountains and sky. Complex 
instruments, including an 
altimeter, vertical velocity and 
ground speed indicators are at the 
pilot’s disposal, plus full control 
over the craft’s height, speed and 
direction. 

The position of the enemy is 
indicated on an adjustable radar 
screen. Once alien craft come 
within visible range they can be 
eliminated via a targetting system 


using five different types of 
missiles. Shields provide extra 
protection; a status display shows 
their current strength. 

• “ At its best Prowler is a very 
bad simulation of an aircraft 
simulator; it certainly doesn’t 
create any real sense of flight. 
Although the instruments indicate 
that you’re hurtling through the sky 
at incredible speeds, the ground 
below doesn’t move a single inch. 
The complex dials on the 
instrument panel are largely 
useless and there, presumably, 
just for show. There’s not much 
action to speak of since it takes 
ages for the aliens to arrive 
(perhaps the attack was a false 
alarm!). As for exhilaration and a 
sense of achievement - forget it. 
The only thing you’re likely to get 
from this game is a headache. 
Either that or a burning sense of 
loss as you think of all the goodies 
you could have spent your money 
on. ” 

KATI 13% 

• “ This must be the most 
confusing £1.99 anyone could 
ever spend. The instructions do 
little to help the player, just 
listing the numerous key 
functions, and reciting a 
pathetic little story of Ursa 
Minor Delta-V. The main screen 
display is much like Infiltrator, 



containing many gauges and 
scanners, but outside the shell 
of the craft is a bleak wilderness 
in which very little happens. My 
main criticism of Prowler is that 
it gives you no feeling of speed. 
There are plenty of power and 
thrust keys but none of them 
make what little scenery there is 
move at all. The various 
weapons available should also 
make the game a challenge to 
play, but they all have the same 
feeble effect on the alien ships. 
Overall Prowler is a very poor 
attempt at an earthbound 3-D 
Starfighter (itself a very simple 
game). Uneventful and 
unimpressive. ” 

PAUL 20% 

[^OMMENTS^j 

Joysticks: none 

Graphics: appalling. No 

animation on a poorly drawn 

landscape 

Sound: simple blips 

Options: five difficulty levels and 

ten different missions 

General rating: a terrible flight sim 

lacking atmosphere and 

addictiveness 


Presentation 

40% 

Graphics 

25% 

Playability 

10% 

Addictive qualities 

08% 

OVERALL 

14% 
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PSYCHO PIG UXB 


Producer: US Gold 

Retail price: £8.99 cassette, £12.99 disk 
Authors: Software Creations from the Jaleco Pigs And 
Bombers coin-op 
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T he crowds are cheering, the 
players walk out on to the 
screen, the whistle goes 
and, amidst squeals of snuffling 
excitement, the porkiest match of 
the season is about to begin! 

The basic rules of this porcine 
game are taken from the coin-op, 
Pigs and Bombers, yet to be 
released in the arcades. One or 
two players join a group of intrepid 
piglets on a playing area marked 
out by a series of numbered, black 
time bombs. When the referee 
blows his whistle, all the pigs 
attempt to pick up the bombs and 
throw them at each other. Once 
dispatched, a bomb begins its 
countdown to explosion. Any pigs 
in the immediate vicinity of the 
blast die a sudden, untimely death. 
(Unlike their opponents, players 
have four chances to survive a 
fatal blast.) Particularly accurate or 
amorous pigs are in with an 
advantage. A direct hit kills an 
opponent immediately; stealing 
up on unsuspecting piglets to give 
them a kiss embarrasses them into 
a useful fit of momentary 
disorientation. 

Different pigs react differently to 
being kissed or attacked. Before 
play commences the program 
gives a run-down of your 
opponents, including their name 
and characteristics. Metal pigs are 
particularly hard to defeat and 
require two or three hits before 
they blow up. 

Some pigs leave behind bonus 
icons when they explode. 
Collecting these can increase 
throwing power, gas other pigs 
(while providing you with a useful 
gas mask) or boost running ability. 


/NICK l 

“ Yeah, blow up them cute 
little pigs and save your 
bacon (groan!). Psycho Pig 
UXB may not be a 
fantastically brilliant game 
and it may not have a super¬ 
human hero in it, but I like it. 
All you have to do is run 
around the screen blowing 
up your opponents, 
collecting bonus objects and 
rescuing little piglets (ahhh). 
There are a variety of piggy 
pals to blow up, some 
wearing their cool shades 
and some almost in their 
birthday suits! Tim Follin’s 
128K music really gets the 
foot tapping and makes 
every pig look like he’s doing 
a jig. Psycho Pig UXB is full of 
surprises and has some very 
nice graphics here and there, 
so don’t hog all those 
blockbuster games, play 
with the pigs! ” 

70% 


Other extras include a blast suit 
(protection against one direct hit), 
smart bombs (to clear the whole 
screen) and extra carrying power. 

Play is divided into a series of 
rounds interspersed with a bonus 
level. Pigs pop up from craters in 
the ground inviting you to kiss 
them before they shyly pop down 
again. Kiss as many pigs as 
possible to see your bonus rating 
and your status as porky psycho 
rise. 


I PAUL l 

“ Well if this is the sort of 
arcade game that Jaleco 
produce then perhaps 
they’re wise to keep their 
machines in Japan. The 
transfer to the Spectrum is 
not the problem - in fact, 
Software Creations have 
done a fine job - the fault lies 
with the arcade machine in 
the first place. Games like 
this are only suited to the 
arcade atmosphere. They’ll 
keep you addicted for five or 
six goes, but any more and 
you’re bored! Such a game 
should never have been 
licensed by US Gold in the 
first place. Psycho Pig UXB 
won’t keep any computer 
owner hooked for more than 
a few days. The options 
screen is about the best part 
of the game - at least it’s not 
cluttered up with farmyard 
creatures. Psycho Pig UXB 
isn’t even funny! With such 
bad material the 
programmers could do little 
better. ” 

50% 


/ KAT! I 

“ Having got their hands on a 
real porker of a game, US 
Gold have taken almost 
every chance they’ve got to 
ham it up. The object is 
surprisingly simple and 
incredibly silly; a prime 
recipe for excellently 
addictive play. As it stands, 
Psycho Pig UXB is quite good 
fun - it would have been even 
better if a bit of colour had 
been included. The piggy 
parade at the beginning of 
each game gives a 
tantalising list of colour- 
coded names (obviously left 
over from the coin-op). 
Unfortunately as there are no 
colours on this conversion, 
none of them are in the least 
bit relevant. All the pigs look 
exactly the same, so in the 
scuffling, snuffling fray you 
can’t really tell them or their 
particular traits of character 
apart. The arena which could 
have been bursting with 
humorous activity just looks 
pale, tired and wan. It doesn’t 
spoil the pleasure of 
bombing porky piglets but it 
doesn’t mean that this is one 
of those conversion which is 
unlikely to hog the limelight 
for very long. ” 

75% 


_ /comments l _ 

Joysticks: Cursor, Kempston, 
Sinclair 

Graphics: porky characters 
with no backgrounds 
Sound: good ol’ country barn 
dance music on the 128K 
playing throughout the game 
Options: continue play option 
when dead, definable keys 
General rating: initially 
addictive, but lacking any long- 
lasting appeal 


Presentation 

70% 

Graphics 

50% 

Playability 

69% 

Addictive qualities 

71% 

OVERALL 

70% 
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UNMISSABLE 

COMPILATION 

OFFER! 


Feel you deserve another piece of the action? Bothered about having to travel 
far for software? Bored by the limited choice available on the high street? Fed 
up with being charged full retail price? Well, don’t! Whether top games soft¬ 
ware, high-tech joysticks or designer T-Shirts or just simply dustprotective 
keyboard covers, CRASH HYPERMARKET will despatch at special discount 
prices, efficiently and fast. The incredibly low deals include VAT, postage & 
packing. 






Fill up the missing gaps in your games library with the top hits of the (recent!) past with these 
incredible compilation packages.Totwistyourarm, we’ve added our very own nudging 
discount to the supervalue recommended package prices. If you don’t want to be tempted 
close your eyes, skip the page and regret forever more! 


LIVE AMMO cass, Ocean 
OFFER 6.99, RRP 9.95, C032C 
featuring: 

ARMY MOVES, GREEN BERET, THE GREAT ESCAPE, 
RAMBO FIRST BLOOD PART II, TOP GUN 


A 



6 PAK VOL.2 cass, Elite 
OFFER 6.99, RRP 9.99, C033C 
featuring: 

INTO THE EAGLES NEST, BATTY, ACE, SHOCKWAY 
RIDER, INTERNATIONAL KARATE, LIGHT FORCE 


-COMPUTER GAMES. 

MSTtRN w** uama. sm n mn eRX 


KONAMI ARCADE COLLECTION cass, Imagine 

OFFER 6.99, RRP 9.95, C034C 

featuring: 

MIKIE, JAIL BREAK, GREEN BERET, YIE AR KUNG-FU II, 
SHAO-LIN’S ROAD, NEMESIS, HYPER SPORTS, PING 
PONG, JACKAL, YIE AR KUNG-FU 


TOP 10 COLLECTION cass, Elite 
OFFER 6.99, RRP 9.99, C031C 
featuring: 

SABOTEUR, SABOTEUR II, SIGMA 7, CRITICAL MASS, 
AIRWOLF, DEEP STRIKE, COMBAT LYNX, TURBO 
ESPRIT, THANATOS, BOMBJACKII 
































Don’t let those aliens get 
at you — arm yourself with 
a brand new joystick and 
save the galaxy 

KONIX SPEEDKING 


The joystick that actually fits your hand, 
with a fire button angled for your trigger 
finger to ensure accurate high-speed 
action. Solid steel breakproof shaft with 
neat clicking sound for every precision 
move you make. 

KONIX SPEEDKING 
OFFER 10.99.RRP 11.99, C011H 


High durability, rapid response and ultra 
sensitive movement accuracy from this 
advanced ergonomic design. Ideal for left 
or right hand play. 1.5m cord 

EUROMAX PROFESSIONAL 
OFFER 15.95, C012H 


Features arcade quality microswitches, 
dual fire buttons, robust steel shaft and 
rubber return for smooth control and 
longer life. Extra long 1.5m cord 

DYNAMICS COMPETITION PRO 5000 
(Normal) 

OFFER 13.50.RRP 14.95, C013H 


The designer joystick has arrived! All the 
features of the Normal PRO 5000 but with 
the added thrill of its unique see-through 
casing which offers a tantalising peek at 
the high tech innards and guarantees no 
aliens in the works. 

DYNAMICS COMPETITION PRO 5000 
(Clear) 

OFFER 14.00.RRP 15.95, C014H 


The unusual ‘delta’ shape allows for 
either tabletop or handheld alien zapping. 
Smooth, accurate action, two fire buttons 
and Auto-Fire should prevent any alien 
force from taking over the universe. RAM 
is so impressed with its reliability, they will 
provide a two year warranty (alien force 
damage excluded ...). 

WARNING: Auto-Fire requires special 
joystick interface 

RAM DELTA OFFER 9.99, C015H 

SPECTRUM+3 CASSETTE LEADS 


Link your SPECTRUM+3 to your cas¬ 
sette recorder and gain access to your 
large collection of Spectrum 48 tape 
software. 


SPECTRUM+3 CASSETTE LEADS 
OFFER 3.95, C035H 


he protects his thinkdrome from the glaring heat and bitter cold wind 
with our ‘baseball’ style CAP with white embossed CRASH logo. The 
adjustable strap makes it fit any head, big or small. 

CRASH CAP OFFER 3.95, C010H 


CRASH 

COMPUTER 

COVERS 

PROUD ... of your untouched, virgin- 
new keyboard? Don’t let it bite the 
dust, protect it from coffee, biscuit nib¬ 
bles, screen fall-out or just simple plain 
home-variety dust. 

ASHAMED ... of your grotty, coffee- 
stained, dust-cloaked keyboard? 
Cover the mess up and protect your 
Habitat environment with a CRASH 
keyboard cover. 

RUBBER-KEYED SPECTRUM 
COVER 

OFFER 3.00, C001H 
SPECTRUM+ COVER 
OFFER 3.25, C002H 
SPECTRUM 128 COVER 
OFFER 3.75, C003H 
SPECTRUM+ 2 COVER 
OFFER 4.00, C004H 


Stop running around naked! CRASH-cover yourself with our Medium and XX Large T- 
Shirts (50% cotton and 50% polyester). Choose from SURFER (Issue 19), RED MOON 
(Issue 20) and EVIL EMPEROR (Issue 39). Go for that undercover look! 


Have a BINDing relationship with your 
favourite mag! Strap those twelve 
CRASHes into our delicious looking blue 
binder with silver logos. Each binder 
comes with plastic year stickers. 

CRASH BINDER 
OFFER 4.50, C009H 

The Great Cover Up! 


If you don't consider yourself to be 
cover material ... 

Hide behind the vast expanse of KING GRUB! Experience the Splat, 
Slob and Slime. Yes, we’ve fitted KING GRUB on a Medium sized 
shirt, and no problems with XX Large, of course. The T-Shirts are 
50% cotton and 50% polyester. 

CRASH KING GRUB MEDIUM T-SHIRT, C008M 
CRASH KING GRUB XX LARGE T-SHIRT, C008X 


HYPERMARKET 





































HIGHLY 

RECOMMENDED 

SOFTWARE 


Order any of the highly recommended 
games below or any other fabulous, cur¬ 
rent software with our MEGACHOICE 
special offer facility (details in box!). 


SHACKLED disk, US Gold 
OFFER 10.44, RRP 12.99, C027D 

SOPHISTRY cass, CRL 

OFFER 6.40, RRP 7.95, C042C 

STARRING CHARLIE CHAPLIN cass, 

US Gold 

OFFER 7.24. RRP 8.99, C043C 

STARRING CHARLIE CHAPLIN disk, 

US Gold 

OFFER 10.44, RRP 12.99, C043D 


ACTIONFORCE II cass, Virgin Games 
OFFER 6.40, RRP 7.95, C036C 
ACTIONFORCE II disk, Virgin Games 
OFFER 10.40, RRP 12.95, C036D 
BALLBREAKER II cass, CRL 
OFFER 6.40, RRP 7.95, C022C 
BASKET MASTER cass, Imagine 
OFFER 6.40, RRP 7.95, C030C 
BEDLAM (128K ONLY) cass, GO! 
OFFER 7.24, RRP 8.99, C029C 
BEDLAM (128K ONLY) disk, GO! 
OFFER 10.44, RRP 12.99, C029D 
BEYOND THE ICE PALACE cass, Elite 
OFFER 6.44, RRP 7.99, C037C 
BEYOND THE ICE PALACE disk, Elite 
OFFER 9.99, RRP 11.99, C037D 
BIONIC COMMANDO cass, GO! 
OFFER 7.24, RRP 8.99, C038C 
BIONIC COMMANDO disk, GO! 
OFFER 10.44, RRP 12.99, C038D 



BLACKLAMP cass, Firebird 
OFFER 6.40, RRP 7.95, C025C 



BUGGY BOY cass, Elite 
OFFER 6.44, RRP 7.99, C039C 
BUGGY BOY disk, Elite 
OFFER 9.99, RRP 11 .99, C039D 
CRAZY CARS cass, Titus 
OFFER 7.95, RRP 9.95, C019C 
CROSSWIZE cass, Firebird 
OFFER 6.40, RRP 7.95, C040C 



CYBERNOID cass, Hewson 
OFFER 6.44, RRP 7.99, C026C 
CYBERNOID disk, Hewson 
OFFER 11.99, RRP 14.99. C026D 

EARTHLIGHT cass, Firebird 
OFFER 6.40, RRP 7.95, C041C 


GEEBEE AIR RALLY cass, Activision 
OFFER 6.44, RRP 7.99, C021C 



IKARI WARRIORS cass, Elite 
OFFER 7.24, RRP 8.99, C024C 

IKARI WARRIORS disk, Elite 
OFFER 10.44, RRP 12.99, C024D 

KARNOV cass, Electric Dreams 
OFFER 7.99, RRP 9.99, C018C 

LEE ENFIELD IS 

SPACE ACE cass, Infogrames 

OFFER 10.44, RRP 12.99, C020D 



PREDATOR cass, Activision 
OFFER 7.99, RRP 9.99, C028C 

RAMPARTS cass, GO! 

OFFER 7.24, RRP 8.99, C020C 

RAMPARTS disk, GO! 

OFFER 6.40, RRP 7.95, C023C 

SHACKLED cass, US Gold 
OFFER 7.24, RRP 8.99, C027C 



TARGET RENEGADE cass, Imagine 
OFFER 6.40, RRP 7.95, C044C 

TARGET RENEGADE disk, Imagine 
OFFER 11.95, RRP 14.95, C044D 



VENOM STRIKES BACK cass, Grem¬ 
lin 

OFFER 7.24, RRP 8.99, C045C 

VENOM STRIKES BACK disk, Gremlin 
OFFER 10.44. RRP 12.99. C045D 

YETI cass, Destiny 
OFFER 7.20, RRP 8.95, C046C 


BUDGET 

RANGE 

ORDER FOUR GAMES IN THE £1.99 
RANGE AND PAY FOR THREE (£5.97 
PAYMENT TOTAL)-A SAVING OF 
£1.99! 

ORDER FOUR GAMES IN THE £2.99 
RANGE AND PAY FOR THREE (£8.97 
PAYMENT TOTAL) - A SAVING OF 
£2.99! 

JUST FILL IN THE NAME AND PUB¬ 
LISHER OF THE FOUR GAMES 
REQUIRED AND THE PAYMENT 
TOTAL OF£5.97/£8.97 (DON’T USE 
THE OFFER PRICE TABLE) 


THE MEGA 
CHOICE: 

APART FROM OUR HIGHLY RECOM¬ 
MENDED GAMES LIST, YOU CAN 
ORDER ANY GAME RELEASED BY 
THE MAJOR SOFTWARE HOUSES TO 
DATE ON CASSETTE,CARTRIDGE OR 
DISK. 

OUR OFFER PRICES ARE VALID FOR 
ANY FULL-PRICED GAMES AND 
INCLUDE FIRST CLASS POSTAGE 
AND PACKING - NO OTHER EXTRA 
CHARGES 

LOOK UP THE PRICE OF EACH GAME 
IN THE OFFER TABLE, ENTER THE 
OFFER PRICES ON THE ORDER 
COUPON, THEN ADD THEM UP. 
ORDERS FOR TITLES WHICH ARE NO 
LONGER IN DISTRIBUTION WILL BE 
RETURNED. 

YOU WILL BE REGULARLY NOTIFIED 
OF ANY DELA YS CAUSED BY LATE 
RELEASES. 


SOFTWARE OFFER 

PRICE TABLE 


RRP 

OFFER 

SAVE 

4.99 

3.99 

1.00 

5.95 

4.74 

1.20 

7.95 

6.40 

1.55 

7.99 

6.44 

1.55 

8.95 

7.20 

1.75 

8.99 

7.24 

1.75 

9.95 

7.95 

2.00 

9.99 

7.99 

2.00 

11.99 

9.99 

2.00 

12.95 

10.40 

2.55 

12.99 

10.44 

2.55 

14.95 

11.95 

3.00 

14.99 

11.99 

3.00 

19.95 

15.95 

4.00 

19.99 

15.99 

4.00 

23.00 

18.40 

4.60 

24.95 

19.95 

5.00 

28.95 

23.15 

5.80 

29.95 

23.95 

6.00 

34.95 

27.95 

7.00 


HOWTO ORDER: 

WRITE REQUIRED GAME(S) ON 
ORDER LIST, INCLUDING MEDIA 
TYPE, COMPUTER AND ORDER CODE 
(WHERE LISTED). 

IF OFFER PRICE NOT INDI¬ 
CATED,CHECK IN AD OR REVIEW FOR 
CORRECT RECOMMENDED RETAIL 
PRICE (RRP). 

LOOK UP SPECIAL OFFER PRICE AND 
WRITE ON ORDER FORM. 

ADD UP TOTAL AND ENCLOSE 
CHEQUE OR POSTAL ORDER OR 
ALTERNATIVELY USE ACCESS/VISA 
FACILITY (DON’T FORGET TO INDI¬ 
CATE EXPIRY DATE!). 

REMEMBER: 

GAMES ORDERS REQUIRE ORDER 
CODE OR MEDIA TYPE AND COM¬ 
PUTER, GARMENT ORDERS ORDER 
CODE OR GARMENT SIZE, HARD¬ 
WARE ORDERS ORDER CODE. 
INCOMPLETE ORDER FORMS WILL 
BE RETURNED. 

PLEASE RING (0584) 5620 IF IN 
DOUBTl 

PRICES VALID FOR UK/EIRE/ 
EUROPE ONLY. 

FOR OVERSEAS ORDERS PLEASE 
ADD £2.00 PER ITEM FOR AIR MAIL 
DELIVERY 


DELIVERY: 

NOT ALL LISTED PRODUCTS WILL 
HAVE BEEN RELEASED AT PRESS 
TIME. 

GOODS WILL BE DESPATCHED AS 
SOON AS POSSIBLE. CUSTOMERS 
WILL BE INFORMED OF ANY LONG 
DELAYS. 























SUBS OFFER 

JOIN THE ELITE CLUB ... 

Now there are thirteen good reasons to be part of 
the illustrous society of CRASH subscribers. Not 
only will you get twelve addictive doses of Spec¬ 
trum software news, reviews and excitement all 
delicately packaged in the inimitable, colourful 
and cram-packed CRASH style, but you will also 
receive one of five addictive, action-packed ELITE 
games as an extra stimulant for your Spectrum 
affliction. 



BEYOND THE ICE PALACE 

Beyond the Ice Palace and to the North, 
legend tells of a mystical land where 
strange creatures dwell. Recently, the 
balance of good and evil has been upset 
and destruction and misery has set in. The 
ancient and wise spirits decide to appoint 
a single person to be responsible for 
returning the balance. They bless a 
sacred arrow and shoot it into the air; 
whoever finds it will be faced with an adv¬ 
enture of fantastic importance and 
CRASH smashing proportion ... 


BUGGY BOY 

Fasten your seat belt for the ride of your 
life. Drive your Baja Bug along the race 
track, jumping obstacles, running over 
molehills and tree stumps, passing 
through gates and collecting the flags in 
the specified order. Master the art of 
balancing your Bug on two wheels! You’ll 
get bugged for the rest of your life. 



IKARI WARRIORS 

Join the IKARI WARRIORS in the rescue 
of US general Bonner and battle through 
the jungle war zone infestated with deadly 
guerillas, shell-firing tanks and bullet- 
spewing helicopter gunships. ‘ ... enjoy¬ 
able mindless blasting - a constant action 
shoot’em-up of the highest order 



THUNDERCATS 

Programmed by the GARGOYLE GAMES 
team, THUNDERCATS tells the tale of 
Lion-O, who has to retrieve The Eye Of 
Thundera from the castle Plun-dar to save 
the Third Earth. Lion-0 runs, jumps from 
ledge to ledge, swings his sword and fires 
energy bolts in this horizontally scrolling 
adventure over 14 levels including the fer¬ 
tile plain, the caves of the Molemen, the 
hunting plains and eventually the final 
battle. 



BOMBJACK/GHOST’N’GOBLINS 

Bombjack is a super powered hero who 
has dedicated his life to defusing bombs. 
Each of five locations contain 24 bombs 
and the caped Crusader must turbo leap 
over platforms and defuse the situation. 
‘BOMBJACK is one of the best arcade 
conversions I’ve seen on the Spectrum 
for a long time!’ 

Of course, in GHOST’N’GOBLINS the 
knight sets out to rescue the beautiful 
damsel from the clutches of a salivating 
demon. The rescue takes him through the 
monster littered graveyard, cross a lethal 
lake, through a dark wood, into the plat¬ 
form Ice Palace, the ghost town and 
finally the Monster’s den followed by the 
Cavern system. ‘Elite have come up with 
another winner’. 


BACK 


NUMBERS 


backissues*backissues*bakis 

BACKISSUES*BACKISSUES*BAkiS 

BACKISSUES*BACKISSUES*BAkiS 


No 3 April 1984 

Sinclair talks to CRASH! Stack Light Rifle! 
Run It Again: Missile command games! 
CRASHtionnaire results! The earliest surviv¬ 
ing back number! 

No 4 May 1984 

The Quill analysed! The fabled ZX Micro¬ 
drive appears! Run It Again: Pengo games! 
Graphics utilities! Living Guide: 
boardgames, simulations, strategy, adven¬ 
ture! The second-earliest 
surviving back number! 

No 17 June 1985 

Denton Designs! Sinclair Story 3! Maps: 
Knight Lore, Underwurlde! Leonardo 
graphics! Datel sound sampler! Artist: David 
Thorpe! 

No 18 July 1985 

Gremlin Graphics profile! Artist: Bob Wake- 
lin! Map: Gyron Atrium! 

No 19 August 1985 

CRL profile! Oliposter! Round-up of Basic 
compilers! Artist: Rich Shenfield! Maps: 
Dynamite Dan, Shadowfire! 

No 20 September 1985 

Electronic Pencil Company profile! Maps: 
Alien 8, Dun Darach! 


No 21 October 1985 

Holografix profile! Holograms! Map: Nodes 
Of Yesod! Platinum Productions profile! 


No 22 November 1985 

Fanzine File! Microdrive tips! Artist: Susan 
Rowe! Fantasy gamesbooks! 


No 23 December 1985 

Melbourne House! Computer graphics! Art¬ 
ist: Dave Beeson! 


No 24 Xmas 1985/86 

Artist: Oliver Frey! Gargoyle Games profile! 
Lloyd’s Lookback! Hewson profile! 

No 25 February 1986 

Durell profile! Microsphere! FORTH and 
extensions to ZX BASIC! 

No 26 March 1986 

St Bride’s profile! Spectrum 128! Micronet 
800! Multiface 1! 

No 27 April 1986 

Playing Tips supplement! Mel Croucher! 
Imagine profile! PBM convention! 

No 28 May 1986 

Fanzines! Martech profile! Composite Video 
Interface! SpecDrum! 


No 29 June 1986 

First PBM Mailbox! Homegrown software! 
Realtime profile! Maps: Cylu, Sir Fred, 
Saboteur, Tantalus! 


No 30 July 1986 

Birth Of A Game! Laser Genius! Maps: Tan¬ 
talus, Movie! 


No 31 August 1986 

Software Projects! Word Processing! Maps: 
Pentagram, Heavy On The Magick! 


No 32 September 1986 

Programmer: Dave Perry! GAC! Maps: 
Core, Ghosts ‘n’ Goblins, Bobby Bearing! 
Echo Synthesizer! 


No 33 October 1986 

Programmers: Jon Ritman, Costa Panayi! 
Maps: Dan Dare, Cauldron II! SpecDrum- 
ming! 


No 34 November 1986 

Programmer: Don Priestley! Genesis 
Update! Maps: Dynamite Dan II, Equinox, 
Universal Hero! Music Machine! 

No 35 December 1986 

Designer: Dan Malone! Computer Advertis¬ 
ing! Maps: Glider Rider, Thrust, Lightforce! 
MIDI! 

No 36 Xmas 1986/87 

Lloyd’s Lookback! Spectrum Music! Maps: 
Scooby Doo, Heartland, Druid! 

No 37 February 1987 

John Richardson: Jetman! CRASH Review¬ 
ers revealed! Match Day Challenge! Maps: 
Fairlight II, Firelord, Avenger, Dandy! 

No 38 March 1987 

Fanzines! Designer: Bernie Drummond! 
Maps: Cdbra, Impossaball, Uridium! MIDI! 

No 39 April 1987 

Arcades Update! The Z88! Programmer: 
Steve Taylor! Maps: Nosferatu, Double 
Take, Future Knight, Feud! 

No 40 May 1987 

Terminal Man returns! Playing Tips supple¬ 
ment! Maps: Short Circuit, Antiriad, Con¬ 
quest, Into The Eagle’s Nest, Sceptre Of 
Bagdad, Dragon’s Lair II, Thrust II, Fat Worm 
Blows A Sparky, Tarzan, Aliens! 


No 41 June 1987 

Programmer: Mike Singleton! Industry 
Today! Adventure Trail supplement! Maps: 
Saboteur II, Head Over Heels! Multitrackers! 
128 Bugs! 


No 42 July 1987 

16-page OINK! pull-out! Living Daylights 
film FX! Programmer: Pete Cooke! Maps: 
Auf Wiedersehn Monty, Hydrofool, Ras- 
terscan! 


No 43 August 1987 

The +3 arrives! Run It Again runs the 
Gauntlet clones! Big trouble at THE BUG! 
CRASHtionnaire results! CRL’s 3D 
Gamemaker! Maps: Enduro Racer, Flash 
Gordon! 

No 44 September 1987 

Programmer: David Aubrey-Jones on 
Mercenary! The Sega Master System! Is 
Homegrown Software Healthy?! Tech Tips: 
that Swift Disc! Forum: Barbarian backlash 
continues! The CRASH Challenge! Maps: 
Vampire, The Curse Of Sherwood! Tips 
galore for Killed Until Dead! 

No 45 October 1987 

Run It Again: the kick-’em-ups! The CRASH 
History Part One! In The Arcades! The 
Budget Boooooom! How stars are born: sel¬ 
ling your game! On The Screen logo win¬ 
ners! Maps: Game Over, Wonder Boy! 

No 46 November 1987 

16-page 3D section and glasses! The 3D 
Story! The CRASH History Part Two! News 
from the PCW Show! The CRASH Chal¬ 
lenge! Graphics and Sound Specialists! The 
Fanzine File! Maps: Exolon, Panzadrome, 
Mutants! 

No 47 December 1987 

16-page Judge Death pull-out! 2000AD’s 
Odyssey! Every Tie-In Ever Made! Copying 
games the legal way! Run It Again: Those 
Racing Games! The Christmas List! Maps: 
Indiana Jones, Dizzy! 

No 48 Xmas 1987/88 (January 1988) 

Pull-out poster! A Sally Down Arcade Alley 
-Arcade Action! Tie Me In - Part T wo of the 
Tie-ins feature! The CRASH History Part 
Three & Four! Lloyd Mangram’s Lookback! 
The CRASH Directory! Going To Bed With 
CRASH! The CRASH Challenge! CRUNCH 
-The CRASH Fanzine! A second helping of 
3D! Maps: Yogi Bear, Mercenary, Tai-Pan! 












ORDER FORM 


AC 

aC:ki 




I want to subscribe to 12 issues of CRASH and receive 
my free ELITE game. 

If I’ve already got a CRASH subscription, and it is run¬ 
ning out soon I extend it for a further twelve issues - and 
still get a free cassette. 

If I am a current subscriber, but do not wish to extend 
my subscription, I can still get a cassette for an amaz¬ 
ing £4.95 - a special subscribers discount price. 

Please tick the appropriate box: 

□ I enclose £18.00 for a new CRASH subscription 
mainland UK 

Q I enclose £25.00for a new CRASH subscription out¬ 
side mainland UK - surface mail 

□ I enclose £38.00 for a new CRASH subscription out¬ 
side Europe - Air mail 

□ I enclose £4.95 for the special subscriber cassette 
offer. 

□ I am a new subscriber 

□ I am an existing subscriber. My subscription 
number is 


Please send me: 

BEYOND THE ICE PALACE 
BUGGY BOY 
IKARI WARRIORS 
THUNDERCATS 

BOMBJACK/GHOSTS’N’GOBLINS 


EARLY WARNING: 

If you wish your sub to commence with Issue 54, we 
must receive your coupon no later than 8th June 1988. 

Please allow 28 days for your free gift. 


mSUES*BACKISSUES*BACKISSUES*BACKIS 
mSUES*BACKISSUES*BACKISSUES*BACKiS 
IISSUES*BACKISSUES *BACKISSUES *BACKIS 


j CODE 

ITEM 

MEDIA 

PRICE 














































TOTAL 



SUBS TOTAL 



BACKISSUES TOTAL 




ORDER TOTAL 




No 49 February 1988 

Level 9 profile! Last Part of CRASH History! 
Flying Tonight - British Airways’ flight 
simulators! More On The Screen! Maps: 
Wizball, Thundercats, Athena! 

No 50 March 1988 

16-page Tech Niche supplement focusing 
on hardware and utilities! The CRASH Chal¬ 
lenge! Write Your Own Adventures - GAC 
versus PAW! Fanzine File! Maps: Platoon, 
Ahdy Capp Handy, Garfield, Driller! 


No 51 April 1988 

The Best Of British - Ultimate! Strategy 
Special! CRASH 1987 Reader Awards 
results! Run It Again - the worid of 3D 
games! Maps: Dark Sceptre, Platoon (leveis 
2 & 3)! More MIDI! 

Nos 1,2 and 5-16 now out of stock. 
Sorry! 


NORMAL BACK ISSUES £1.45 (Inclusive P&P) 
XMAS ISSUES £2.15 (Inclusive P&P) 

OVERSEAS PLEASE ADD £0.80 TO ABOVE PRICES 

SPECIAL QUANTITY DISCOUNT: 

Order FOUR Issues and pay for THREE. 


Please supply the following BACK NUMBERS (Circle required 


items): 
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32 

33 

34 
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36 

37 

38 

39 

40 

41 

42 

43 

44 

45 

46 

47 

48 

49 
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The Special Software Discount Offer Prices only apply to 
recommended retail prices for software, not to already high¬ 
lighted, discounted special offers, hardware and other 
goodies. No other discounts may be applied. 



MY COMPUTER IS: 

Please use BLOCK CAPITALS 

Name . 

Address . 



Postcode 


Please r r lake cheques/pustai orders payable to CRASH it is best to avoia ser t- 
dind cash payments. Piease DO NO I enclose ANY order with mail to the 
EDITORIAL side of the magazine as this will result in DELAYS! Send your orders 
to the address beiow 


i ericiose a cheque/p.o. for £ 


f | i wish to pay by VISA/ACCESS (Delete as appropriate) 
Please debit my VISA/ACCESS ACCOUNT £ i 
Please charge my account No. 


j ao cippi 

r 


Expiry Da 


Signature 



SEND THIS FORM TO: 

CRASH HYPERMARKET, PO BOX 20, 
LUDLOW, SHROPSHIRE SY8 1DB 

























































































SEGA MASTER SYSTEM for sale with games including: 
Hang-On, Out Run, Space Harrier and Wonderboy. 
Worth £170 will sell for £110 ono. As new and boxed. 
Tel: 0277 655900 and ask for Darren. 


THUNDER ORC Monsters and Magi. Planets and 
phasers, the ultimate adventure fanzine. A world full of 
solutions, 50p + 50p P&P, to: Colin McGinley, Ave 
Henri Houssaye, 16 1410 Waterloo, Belgium. 


IF YOU WANT a copy of ERROR, a fanzine on tape send 
£1 to: Stephen Evans, Good Software, 4 Kirby Close, 
Bradley, Bilston WV14 8PP. 

LOST AND FOUND the answer to adventurers 
problems. Many maps and hints, send 5p plus 13p 
stamp to: Andrew Hall, 129 Cheadle Road, Cheddleton, 
Nr. Leek, Staffs ST13 7HN. 

CASH/SOFTWARE PRIZES ( Tomahawk} reviews, 
previews, news, features, charts, sports. It's the 
megatron bargain of the year. For details phone: 0532 
563271. For Fanzine send 45p to: David Cluderay, 40 
Bellmount View, Bramley, Leeds LSI3 3JD. 

WEIRDER THAN RORSCHACH! more attractive than 
Halo Jones! The new improved S03 will blow your 
circuits and offend your sensibilities, 40p plus stamp. 


CRASH 

BACK 

NUMBERS 


CHEETAH RAT £7.00. Currah Speech £7.00. Sinclair 
LOGO £10. 47 copies of CRASH £10. Buyer collects. 


COMPUTER FANZINE for all computers, called 
Computer Lynx. Only 30p. Get it now! Send an A5 SAE 
plus 30p to: Jonathan Morris, 187 Perrysfield Road, 
Cheshunt, Herts EN8 OTL 


48K Spectrum with Elite Keyboard £70. Phone: 01 387 
1224 and ask for Mike. 


CRASH ISSUES 4-51, EXCEPT 9 and 28. Will sell 
individually or as a group. Three CRASH binders with 
group, best offer secures. Mr S Griffin, 96 Sandyieaze, 
Gloucester GL2 OPX. 

WANTEO CRASH MAGS with Doomdark's Revenge 
map in, part 1 and 2 complete solutions of Lord Of The 
Rings and map. Contact: Terry Newport, 31 Daisy Road, 
EasMIl, Bristol BS5 6JS. 

COMPLETE SET OF CRASH (Issues 1-49). Phone: 031 
6641771 after 6pm with reasonable offers. Ask for Neil. 


HARDWARE 

SALES 


SPECTRUM plus £300 worth of software, 100 mags. 
Sell for £150 o.n.o. Tel: 0454 418106 ask for Jonathan 
Evans. 


AMSTRAD CPC464 with mono monitor, software 
(mostly games), magazines and books. Over £350 RRP, 
will sell for just £150. Contact: Lars Janssen, 38 
Marshall Avenue, Egloshayle, Wadebridge, Cornwall 
PL276BB 


SPECTRUM 48K plus Muttiface One Interface, 
Kempston Joystick, 72 games, 31 CRASH magazines 
and 2 books. All for £250 ono Tel: St. Albans 59608 and 
ask for B Lequay. 

SPECTRUM PLUS, £100 recent games, switchable 
joystick interface, mags and 2 manuals £100 or swap 
for Commodore 64 and datacorder. Tel: Bromsgrove 
71111 and ask for A Painter. 


Will Brooker(!), 100 Woodhill, Woolwich, London SE8 


SPECZINE new fanzine for Speccy. Reviews, previews, 
hints, arcades. Send SAE (A5 envelope) to: Peter 
Francis, 60 Hanging Hill Lane, Hutton, Brentwood, 
Essex CM132HT. 


SPECTRUM 48K with 2 joysticks, interface, 80 games, 
books, mags, etc. Very good condition £100 ono Tel: 
0533 823330. 

FOR SALE Spectrum 4-2 still boxed, comes with 
Cheetah 125 joystick and £370 of software. Will sell for 
£200 ono Tel: 01 390 7862 and ask for Alex Adiand. 


FANZINES 


FOR SALE: SPECTRUM +2 £200 of software including: 
Gunship, Garfield, Gnome Ranger and GAC, £200 the 
lot. Tel: 01373 5161 (Room 5) and ask for Y AMollard. 


YesTUb will back up most of your TAPE based software, including most of the recent 
jerky loaders and those programs with a counter - converts for reliable loading. Can 
measure speed of faster loaders, manages 100% accurately many blocks over 51k, 
etc, etc. Unrivalled. On tape at £7.50._ 


HARDWARE 

SWAP 


SEGA LIGHT PHASOR comes with a 3 game cartridge. 
Unwanted competition prize worth £45 new and un¬ 
opened. I’ll take £30. All boxed and as new. Tel: 0753 
42792 and ask for Pat Walsh. 


A complete software package (includes TUb) to transfer hundreds of programs to 
your drive - manages some that hardware devices can not reach! Jerky and counter 
loaders managed easily, but program not for the novice. Only £12 (4-£1 on m/drive 
cart). INFORMATION BOOK covering over 400 transfers, including many top 20 hits 

£2.50 extra with TP5._ 


ZX INTERFACE 1 for sale. £10, nearly new. Please Tel: 
Cambridge 68252 and ask for Philip Chapman. 

SPECTRUM 4-3 with 2 joysticks, £350 of games, £40 
of mags, £14 of books and more. 5 months old. Will sell 
for £380. Tel: 0295 3433. Still under guarantee, easily 
worth over £450. 

SPECTRUM with tape recorder, 21 games, joystick and 
magazines. Very good condition only £90 o.n.o. Tel: 
0671 3260 after 6pm and ask for J Nicholson. Buyer 
must pay postage. 

FOR SALE Rotronics Wafadrive and 8 128K wafa’s for 
£40. No offers. Tel: 0642 558021 and ask for Gary after 
5pm. 

48K SPECTRUM professional keyboard, joystick, 
interface, Cheetah SpecDrum, £200 of software and 
much more. Only £190. For full details contact: Chris 
Jackman, 3 Albion Terrace, LexhamRoad, Kings Lynn, 


I’VE GOT TWO 4-3s, one must go. Open to all offers, 
hardware, software, cash. Don’t be afraid to write with 
offers to: Martin O’Connor, 56 Whittington Hill, Old 
Whittington, Chesterfield, Derbyshire S41 9HA. 


The only complete package for m/drive owners, and it pays for itself! These are just 
some of its features: Format (up to approx 104k), Clone, sector editor, reconditions 
cartridges, repairs and gives condition of files, ‘boot’ program, multiple ERASE, 
rename, true CAT. Copies tape to drive (unsecured), drive to drive, drive to tape. It has 
so many features and is unique. YOU MUST HAVE THIS PROGRAM IF YOU HAVE 
A M/DRIVE! £13.99 on m/drive cartridge. _ 


HARDWARE 

WANTED 


Code compressor - compresses machine code - many uses, but ideal with hardware 
devices that don’t compress code. Only £4.50. Z80 Toolkit - An superb assembler 
(full screen editor), fast disassembler, single step to see how m/c works, loader, 
hex/dec toggle, tutorial - ideal for ALL particularly beginners - only £7.99. State 
TYPE of SPECTRUM 4 drive system when ordering. E.g PLUS 3 or 128k with Opus 
disc drive. M/drive cartridges £1.75 each (min 4). 

ALL PROGRAMS CARRYOUR MONEY BACK GUARANTEE (not updates- phone 
for prices of these). All prices inclusive except add £1 Europe, £2 others. SAE for full 
details. LERM DEPT CR, 11 BEAC0NSFIELD CLOSE, WHITLEY BAY, NE25 9UW. (Tel. 091-2533615) 


WANTED PRINTER & INTERFACE to suit 48K ZX 
Spectrum (not thermal type). Write to: David Crozier, 31 
Greenacres, Newtownabbey, Co. Antrim, Northern 
Ireland BT366NL. 

WANTED BROKEN OR FAULTY Speccy 128s for spares 
etc. Write stating price and condition for fast offer. 
Steve Taylor, No.1 Bleachfield House, Thurso, 
Caithness KW14 8QW. 
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SPECTRUM TAPE TAPE - TAPE UTILITY B 


SPECTRUM TAPE TO DRIVE - TP5 


M/DRIVE OWNERS - MICROMATE 


CODE COMPRESSOR, Z80 TOOLKIT 


r 
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HOMEGROWN 

SOFTWARE 


MAZE MACHINE GAME! Super 3-D graphics, 
instructions. Send £1.99 or £1.50 with a blank tape 
(includes P&P) to: Tim Hards, ZZ-TZ Software, 4 
Briarwood Avenue, Bury St. Edmunds, Suffolk IP3330F. 

12-PACK a dozen unique games for the 48K Spectrum 
for only £2.99. Free demo if you send tape and SAE. 
Contact: David Shaw, 25 Redwood Avenue, Royston, 
Barnsley, S. Yorkshire S714JP. 

SOFTWARE FILE LISTS, catergorises, alphabetically 
sorts your software and keeps a running total of your 
collections value. All for £3.99. Send cheque payable 
to: I Spence, 23 Station Road, Burton Latimer NN15 
5PB. 


SOFTWARE 

WANTED 

WANTED SECOND HAND software, originals only 
please. Write to: Anthony Marshall, 41 Loders Green, 
Eastfield, Scarborough, N.Yorkshire YOU 3LB. 

WANTED Dennis Through The Drinking Glass, Return 
Of The Joystick, Bored Of The Rings and Robin Of 
Sherlock £5 each. Contact: Ian Eveleigh, 45 Sandcliffe 
Road, Grantham, Lines NG31 3EW 

WANTED Everyone’s A Wally swap Out Run, Rampage, 
Trap Door or Uridium +. Please write to: Martin Curran, 
108 Soul Street, Downpatrick, Co. Down, N.lreland 
BT30 7NJ. Phone: 0396 3834 after 4pm. 


PBM 


GOAL CRAZY computer moderated soccer PBM Player 
ratings (in each game and abilities), tactics, cups, goal 
descriptions, internationals. For details send SAE to: 
George Crozier, Hazelmount, Pant, Oswestry, 
Shropshire SY10900. 

SAT CONG Vietnam PBM If you’re 15 or over and 
interested in playing please send a 13p stamp to: 
Spencer Wakelam, 50 Mill Hill Road, Irby, Wirral L61 
4XF. Or Phone: 051 648 5418 after 6pm. 

I AM STARTING a PBM dictionary. If you would like your 
game to be included, send details of your game to: 
Marc Cole, 21 Farmers, Charfield, Glos GL128JA. 


PEN PALS 


GAMES, GAMES, GAMES. Wanted pen pal to swap 
games. Send your list for mine. All letters will be 
answered. Write to: Timo Partala, Papinkutu SAW, 
33200 Tampere, Finland. 

WANTED PEN PAL preferably male, aged 18-23 and 
living in the USA, Canada or Australia. I am 18, enjoy 
most sports and music - especially A-ha. Write to: Brit 
Conacher, 70 Barnes Road, Highfields, Stafford ST17 
9RP. 

18 YEAR-OLD LAD interested in travel, music and 
sports. Would like a pen pal preferably European. 
Please enclose photo. Write to: Matthew Macariou, 4 
Winster Grove, Fairfield, Buxton, Derbyshire SKI 7 7RP. 
PEN PAL WANTED male, aged over 14 to swap tips and 
games. Send your list to: Graham Finney, 14 Greenhifl 
Road, Bitlinge, Nr. Wigan, Lancs WN5 7LG. 

WANTED American, Australian or Scandinavian Pen 
Pal. I enjoy music, PBM, computer games etc. Write to: 
Scott Wilding, 20Nene View, Islip, Kettering, Northants 
NN143LD. 

GREETINGS is there anyone out there who owns a 
Speccy +3, or who is interested in computer 
adventures, PBM and/or FRPG. If so drop a line to: Robin 
Appleton, 9 Lime Avenue, Swinton, Manchester M27 
3FJ. 

WANTED ATTRACTIVE FEMALE pen pal. Aged 15 to 
17, interested in films, music and computers. Please 
enclose recent photo. Write to: Simon Metharam, 
Gweleor, King Edward Street, Barmouth, Gwynedd 
LL421AD. 

PEN PAL WANTED about 16 or 17 to talk about life, the 
universe and everything. Write to: Peter Corrall, 3 
Chapel Lane, Carlton, Barnsley, S.Yorks S71 3LE. 
Serious people need not apply. 

HI, ARE YOU interested in fantasy, horror, Judge Dredd 
etc? If so then contact: Chris Stephens, 24 Sliececoole 
Park, Upper Babehill Road, Belfast BT14 8JN. 

16 YEAR OLD MALE would like a female pen pal, aged 
between 15 and 18.1 am interested in computers and 
sport. Please send a photo. Write to: Mike Kennedy, 19 
Chesterfield Road, Eastham, Wirral, Merseyside L62 
8DX. 

I AM 20 YEARS OLD and interested in hearing from any 
female C64 user. I promise to reply to ail letters. Write 
to: Derek Scott, 149 Griffin Close, Bristol Road South, 
Birmingham B312US. 

I AM A LONELY 17 year old male, who is into 
computers, fashion, hip-hop, karate, radio-controlled 
cars, discos and squash. I’m looking for a pen pal with 
the same interests. Write to: Anthony Irvine, 27 Norah 
Lane, Higham, Nr. Rochester, Kent ME3 7EW. 

PEN PAL CLUB for Speccy owners. For more details 
contact: Pen Pal Club, Paul Lang, 22 Stratton Drive, 
Platt Bridge, Wigan, Lancs WN25HR. 


PEN PALS WANTED female 15-16. In enjoy sport 
collecting things, computers and pop/rock music. Write 
to: Ken Stokes, 5 Farm Road, Cefn Cribwr, Bridgend, 
Mid-Glamorgan CF32 OHA. 

15 YEAR-OLD female 128+2 owner seeks male/ 
female Pen Pal around the same age. Over 300 mostly 
lates games to swap. Write to: Dawn Thrower, 68 
Havelock Road, Great Yarmouth, Norfolk NR30 3HR. 

17 YEAR OLD male Speccy user would like female, 
whose into The Cure, Cult, Smiths etc. Please send 
photo. Write to: Stephen Hardy, 31 Penkvale Road, 
Moss Pitt, Stafford ST17 9EY. 

HELLO, I WOULD like a pen pal to swap games with. I 
have loads of games to swap. Phone: Lye 6575 and ask 
for Darren. I look forward to your calls. 

FEMALE PEN PAL WANTED between 10 and 12, likes 
computers and music. Please include photo. Write to: 
Colin Corbett, 161 Hurlingham Road, Walton, Liverpool 
L4 9SR. 

BROTHERS SEEK TWO attractive females 16. Interests: 
sports, pop, computers. Please send photos. Write to: 
The Brothers Luke/Chris Hessey, 9Adelphi Close, Ings 
Road Est, Hull, North Humberside HU8 OSP. Tel: 0482 
781465 after 4pm. 

19 YEAR-OLi) MALE wants female aged 15 to 20, who 
likes music and general life. Send photo if possible to: 
Karl Pitcher, 51 Marwin Close, Martock, Somerset TA12 
6HL. 

IF YOU WANT someone witty, bright, aged 15, into 
computer games, music and karate, then scribble to: 
Colin McGinley, Ave Henri Houssaye, 161410 Waterloo, 
Belgium. Male/female, merci buckets. 

WOULD YOU LIKE a pen pal in the country of high taxes, 
submarines, Bjorn Borg, Abba, Europe, computers and 
swap games? Write to: Jimmy Jonsson, Blabarsvagen 
8, 33143 Vamomo, Sweden. 

PEN PALS WANTED male or female for Speccy 
teenager owner from anywhere in the world. Write to: 
Andrew Finch, 76 Furze Cap, Sandygate, Kingsteignton, 
Newton Abbot, Devon TQ123TF. 

PEN FRIEND WANTED from anywhere. I’m 18 and into 
music and I’ve just got a 48K Spectrum. Photo 
appreciated. Write to: Matthew Macariou, 4 Winster 
Grove, Fairfield, Buxton, Derbys SKI 7 7RP. 

WANTED FEMALE PEN PAL around 15 years. 
Interested in Spectrum from anywhere in Europe, 
America or Australia, except Turkey. English must be 
spoken. Send photo and list of aames if possible to: 
Goldmund Feely, Dunganstown, Kilbride, Co. Wicklow, 
Republic Of Ireland. 

PEN PAL WANTED to swap games. I have over 550 
games. Write to: Simon Mouncher, 23 Vulcan Close, 
Padgate, Warrington, Cheshire WA2 0HL. 

PEN PAL WANTED preferably from outside the UK. I am 
15. Write to Stephen Ovington, Firbogs Cottage, 
Pittodrie, Aberdeenshire AB5 9HS. 


TWO ATTRACTIVE GUYS seek two attractive girls. 
Send photo. Our interests include sport, computers and 
music. What are you waiting for girls? Get writing! 
Stephen and David, 7 Alexandra Crescent, Pemberton, 
Wigan, Lancs WN5 9JP. 

PEN PALS WANTED I like computers cricket and letter 
writing. So get writing to me, OK? Ian Williams, 80 
Hillside Park, Bargoed, Mid Glamorgan CF8 8NL 

MALE, 20, WANTS lots of pen pals. Into games and 
music especially Fleetwood Mac and Level 42. Anyone 
at all write to: Simon Bolton, 33 Egton Close, Redcar, 
Cleveland TS104PE. 

WANTED PEN PAL any age, anywhere. Over 800 
games. All letters will be replied to straight away. I am 
16 years-old. Stephen Scott, 69 Bleerick Drive, 
Greystone Est, AntHm, Co. Antrim, Northern Ireland 
BT41 1HX. 

BOY, 12, SEEKS GIRL. Yes it’s James Bond’s equal, so 
just scribble to: James Bond, 11 The Ridings, 
Berrylands, Surbiton, Surrey KT5 8HG. Please be at 
least 12 years old and enclose photo. 

PEN PAL WANTED to swap games. Male or female, any 
age. Please write to: Simon Ozzy, 54 Beacon Road, 
Bellinge, Nr. Wigan WN5 7HP. Phone 0744 892469 
after 5pm. 

Hll AM 12 years-old and would like a pen pal, male or 
female to swap 48K games and I have loads of pokes. 
Write now to: Henry Holland, 170 Cumbrae Crescent, 
S.Hawthornhill, Dumbarton, Scotland G82 5AR. 

PEN PALS WANTED to swap games. Write to: Gary 
Fulton, 31 Dean Street, Winsford, Cheshire CW7 1HG. 
Hi to Andy, Jim and Andy. (Less of it Gary, you’ll be 
starting a trend!) 


OTHERS 


I HAVE Out Run, Uridium, Nebulus and more. Looking 
for Platoon and more! Also female pen pal 14-15. Send 
photo. Contact: Gerard Tyrrell, Park View Drive, Tuam, 
Co. Galway, Ireland. 

DRINK MARKS on your computer desk? Then buy a 
drink mat (or don’t drink so much!), only lOp each plus 
13p P&P. Designs, Cinzano, Guiness, Castaway. From: 
Graham_Parkin, 15 Littledene, Low Fell, Tyne & Wear 

A CATALOGUE OF maps, pokes, solutions, help, 
competitions etc. Also ‘GRAPHIX’ the new video review 
magazine. For further details contact: Mark Cairn, 
Glen field House, 246 Comber Road, Lisburn, Co. Antrim 
BT276XZ. 

INTERNATIONAL BELFAST SPECTRUM and pen pal 

club, as seen on BBC Ceefax, join now, free. Members 
across Europe. Interests across world. Send SAE to: 
George St.Clair-Gunn,70 Bentinck Street, Belfast 15, 
Northern Ireland. 


If your ad isn’t featured this month, don’t despair! We’ll do our best to get 
it in ASAP ono (as they say in classifieds), and if the worst comes to the 
worst (which it hasn’t for two months now, but we’re still waiting) you can 
always send the ad in again. Don’t forget to fill out the whole form, give 
unflinching obedience to the small print below, and USE BLOCK CAP¬ 
ITALS! (Otherwise the worst could come to the worst.) 


1 Individuals and small organisations such as fanzines and homegrown-software publishers are 
welcome to use the CRASH classifieds, but professional businesses cannot. Paid-for 
classifieds for businesses will probably be introduced soon. 

2 Classified ads should not be more than 30 words long (numbers, postcodes etc count as one 
word each), and should be written in the boxes provided; there is no box-number service so 

YOUR AD COPY MUST INCLUDE YOUR ADDRESS AND/OR PHONE NUMBER. 

3 Classified ads must be submitted on a CRASH classifieds form, or a photocopy of the form. 

4 Absolutely no ads for selling or swapping pirated software or which encourage software piracy 

Will D6 3CCept6u. 

5 CRASH reserves the rights to edit, publish and not publish classified ads without reference to 
the advertiser, and the magazine is not liable for any loss caused to advertisers through their 
own wording of ad copy or the appearance or nonappearance of ads. 

6 If you send an ad in PLEASE don’t ring us up asking when it’s going to be published - we’ll just 
print as many in each issue as we can (the worst coming to the worst notwithstanding). 


WRITE YOUR AD COPY IN THE BOXES. 
CHOOSE A HEADING, AND SEND THIS 
FORM (OR A PHOTOCOPY) TO: THE 
CLASSIFIEDS, CRASH, PO BOX 10, LUD¬ 
LOW, SHROPSHIRE SY8 1DB 


I WANT A FREE CRASH CLASSIFIED! 


NAME 


WRITE AD COPY HERE ... 
































ADDRESS _ HEADINGS (TICK ONE) 


(OFFERED OR WANTED) 

- POSTCODE - FANZINES □ 

HARDWARE SALESfl 

... cduaiic m. IUDEn HARDWARE SWAP Q 

TELEPHONE NUMBER ........................................... HARDWARE WANTED Q 


CRASH BACK NUMBERS □ HOMEGROWN SOFTWARE H 

PBM □ 

PEN PALS □ 

SOFTWARE SALES □ 

SOFTWARE SWAP H' 

SOFTWARE WANTED H OTHER □ 
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BEYOND 


BEYOND 


FIREBIRD 


HOTLINE TOP 20 


Ml) MATCH DAY II 

OCEAN 

2(2) RENEGADE 

IMAGINE 

3(3) EXOLON 

HEWSON 

4 (10) HEAD OVER HEELS 

OCEAN 

5 (8) DRILLER 

INCENTIVE 

6 (12) GAUNTLET 

US GOLD 

7 (9) ZYNAPS 

HEWSON 

8 (4) COMMANDO 

ELITE 

9(5) OUTRUN 

US GOLD 

10 (14) THUNDERCATS 

ELITE 

11 (15) BUBBLE BOBBLE 

FIREBIRD 


12 (7) ENPURO RACER 


ACTIVISION 


FIREBIRD 


OCEAN 

HEWSON 


FIREBIRD 


FIREBIRD 


FIREBIRD 


ELITE 


OCEAN 


STRATEGYTOP10 


JLM 

THE HOBBIT 1 

MELBOURNE HOUSE 

2(3) 

SPELLBOUND 

MAD. 


STORMBRINGER 

MAD. 

4 (3) 

KNIGHT TYME 

M.A.D. 

5(4) 

LORDS OF MIDNIGHT 

BEYOND 

6 j10) KILLED UNTIL DEAD 

US GOLD 

JLM 

THE PAWN 

RAINBIRD 

5(9) 

DOOMDARK’S REVENGE 

BEYOND 

9 (11J HEAVY ON THE MAGICK 

GARGOYLE GAMES 

IQJtl 

KNIGHT ORC 

RAINBIRD 


VIDEO TOP 10 


-i iti 

ROXANNE 

RCA/COLUMBIA 

2JtL 

RADIO DAYS 

RCA/COLUMBIA 

AJtl 

HELLRAISER 

NEW WORLD 

4Jtl 

LETHAL WEAPON 

WARNER 

5 (tl 

ANGEL HEART 

GUILD 

BJtl 

THE LIVING DAYLIGHTS 

WARNER 

JUtl 

PLATOON 

RCA/COLUMBIA 

5Jtl 

A NIGHTMARE ON ELM ST 3 

( WARNER 

9 (tl 

ALIENS 

CBS/F0X 

IQ (tl 

CHILDREN OF A LESSER GOD CIC 


ADVENTURE TOP 10 


10 (10) THEIR FINEST HOUR CENTURY HUTCHINSON 


It’s all change in the charts this month. You now have FOUR charts in 
which to vote. For games featured in the main software review section 
vote in the HOTLINE chart. Games covered in Samara’s Adventure Trail 
should be voted for in the ADVENTURE chart. And those games requiring 
specialised thought and planning (like war games) are voted for in the 
STRATEGY chart. Also, all your favourite videos can be voted for in the 
new VIDEO chart - old and new, borrowed, but NOT blue! 

Just fill in the appropriate form and send your votes off to CRASH 
HOTLINE CHART, CRASH ADVENTURE CHART, CRASH STRATEGY 
CHART and CRASH VIDEO CHART: PO Box 10, Ludlow, Shropshire, 
SY8 1DB. 

DON’T FORGET, every month we’ll pick out five winners for each 
chart. The first will receive £40 worth of software of their choice, a CRASH 
Hat and a CRASH T-shirt. The four runners-up will each get a CRASH Hat 
and a CRASH T-shirt - a total of 20 winners. All you have to do is 
enter.. . 

CHART VOTING FORMS . pa ge 106 


WINNERS 

The winner of the HOTLINE chart’s £40 
worth of software comes from north 
Yorkshire. ..he’s... J R Major. 
Runners-up are Andrew Kwaan of 
Windlesham; Carl Foulkes from Telford; 
Andrew Daly of Goole and G Baker from 
Bilston. 

Another £40 worth of software (and a 
CRASH Hat and T-shirt, of course) goes to 
Alex Ng from Colwyn Bay for being the 


ADVENTURE chart winner. His four 
runners-up are Jim Shine of Dungarvan; 
Alex Campbell from London NW6; 
Raymond Dovey of Halstead and R A 
Morrell from Shipley. 

The strategical winner of this month’s 
STRATEGY chart software is David 
Hodgson of Shildon. The next four out of 
the bag (who each get a CRASH Hat and 
T-shirt) are Jonathan Bell from Ashtead, 
Surrey; Simon Merrick of Preston; Mark 
Brennan from Limerick and Fergal 
Keenan of Carrick-on-Suir in Eire. VIDEO 
chart winners next month... 






















































































yyiNNERS Q??PRIZES 


COME TELL 
HEWSON 

Issue 51 

We had thousands of entries for the Cybernoid 
competition. They ranged from the most 
complex and detailed pirate ships to comical 
and colourful creations. The best two came 
from Stephen Ward from County Clare in Eire 
and Vernon Chaldecott in Hants P09 2HR. 
They’ll each get a fabulous Commtel 828 
cordless telephone - ideal when on those 
intergalactic journeys around the universe. 
Five second prize winners get a trendy 
Cybernoid sweatshirt. They are . .. 

Alexander Herbrand, Germany; C Blythe, 
Bucks HP10 8JA; Mark Byrne, Surrey; Chris 
Jones, Preston PR2 4PR; Mark Thompson, 
Bristol BS20 8HF. 

And 25 runners-up get a copy of Raffaele 
Cecco’s great game: 

Wim Castermans, Belguim; Paul Dossis, 
Cheshire CW7 2HG; Robert Joyce, Essex 
CM1 5BJ; Derek Jenkins, Cardiff CF4 5PU; 
David Metcalf, Tyne & Wear DH3 2JB; 
Daniel Ingley, West Midlands DY8 5NQ; 
Richard Baird, Notts NG19 ODX; James 
Gleeson, Co.Tipperary, Ireland; Martin 
Lawless, Lancs BL8 4QA; Edward Anyaeji, 
London SE1 5ED; R Keeling, Cheshire 
CW11 OQT; Michael Preedy, Avon BS12 
2HX; Martin McKinney, Dorset BH6 4DQ; 
Mr A D Gallop, Avon BS9 4QP; Steven Nijs, 
Merseyside L44 4EH; Benjamin Tan, 
Cheshire WA13 ONP; Andrew Bolton, 
Manchester M30 ORA; David Edge, 
Shropshire TF7 5RX; Mr A J Stokes, Co. 
Durham DL14 6UJ; Paul Hilton, Lines PE11 
2EN; Richard Chaney, N.Humbs HU107DZ; 
Dean Roberts, Birmingham B33 OHT; Alan 
Charles, Banbury, Oxon; Ross Burton, 
Essex CM6 1BZ; Neal Parkes, Herts EN6 
1PR. 

CRASHTIONNAIRE 

Issue 51 

We’ll have the results of the CRASHtionnaire 
in the next issue. But till then here’s the winner 
of the £50 software prize, plus a CRASH Hat 
and T-shirt for sending us your views on 
CRASH. It’s Paul Hollick from Hants S04 
2DB. The four runners-up each get £20 worth 
of software, plus a CRASH Hat and T-shirt. 
They are . .. DC Muncaster, Lancs BB2 
5AL; Peter Robinson, Kent CT9 4NA; Ross 
McDonald, Lines PE9 3RS; Jason Bees, 
Bath BA1 7AS. 


CUSTOM ROVER 

Issue 51 


It’s custom around here for everyone to have 
a say in the judging of art competitions, and 
we had a terribly difficult time picking out the 
lucky three winners who’ll each have a day out 
at Land Rover. Anyway, they are Jonathan 
Bass of Essex CM3 4DZ; Kevin Shaw from 
Kent ME1 2QE and David Reed from 
Northampton NN5 6HG. Those three will also 
receive an Ikari Warriors T-shirt and the game. 
Not unlike the following 30 runners-up who’ll 
also get a T-shirt and the game . . . 

David Forsythe, London SE23 2JL; Alex 
Griffiths, Kent CT3 4ND; Malcolm Moore, 
Birmingham B14 4JU; Justin Aylen, Mid 
Glamorgan CF31 4QT; Anders Dunkler, 
Sweden; John Sandy, London N15 5HF; 
Gary Hyde, Berks RG14 5LA; Stephen 
Ward, Co.Clare, Eire; James Culyer, 
Norwich NR11 8LJ; Peter Daley, 
Merseyside L37 2JY; Mark Coates, 
N.Humberside HU10 6ET; Steven Nijs, 
Merseyside L44 4EH; Darren Ridge, Kent 
BR8 7QH; Richard Conn, Wilts SN3 4DP; 
James Bownass, Surrey CR3 3HG; Andrew 
Nixon, Staffs ST4 7JU; Karl Bamford, Lancs 
OL11 3BU; Matthew Wilkinson, N.Yorks 
LS25 6BP; Christopher Blythe, Bucks HP10 
8JA; Martin Birkett, S.Humbs DN18 5LU; 
Conan Friel, Coventry CV2 1AG; Gary Marr, 
Sheffield S5 8RP; Jonathan Pittock, 
V/.Yorks BD20 6SN; Michael Brown, 
W. Yorks WF13 4LQ; Mark Rimmer, 
Merseyside PR8 4RE; Robert Wainwright, 
Leicestershire LEI 7 4RJ; Matthew 
Treadwell, Surrey KT16 9PF; Martin 
Mclnerney, Northampton NN2 7JG; Paul 
Wakeling, Leics LE6 ODE; Alistair Prins- 
Moore, London N1 3NJ. 

3-DIY 

Issue 46 


When our Art Director, Markie Kendrick finally 
decided to give us some of his precious time 
and judge you’re 3-D entries it revealed some 
exciting results. The overall winner is Lloyd 
Naylor from Leeds LSI 4 2DJ. He receives a 
tin a Stabilo pens (as used by Markie himself!), 
12 months free subscription to CRASH and a 
CRASH T-shirt. The two runners-up each get 
a 12 months free subscription to CRASH and 
a T-shirt. They are Philip Corbett from Warks 
CV8 1DJ and Richard Woods of Lines LN12 
1BQ. 


GHAFFLEBETTE 
GOODIES 
UP FOR GRABS 

Issue 47 


Ten winners came up with wonderfully out-of- 
this-world 2000AD words to describe 
Piranha’s new Judge Death game - and they 
each receive 2000AD books, a T-shirt and a 
copy of the game, all courtesy of Piranha. 
Douglas Bryson, Wigtownshire, Scotland 
DG9 7BS; Stephen Jordan, Saffron Walden, 
Essex; Neil Griffin, Dartford, Kent DAI 3BH; 
Peter Hutchison, Hebden Bridge, West 
Yorkshire HX7 5QP; Paul Norton, Willerby, 
Hull HU10 8AA; Pierre Scotney, Portishead, 
Bristol BS20 8BQ; Robert Newall, Shipley, 
West Yorkshire BD17 5AG; David North, 
Chard, Somerset TA20 3JN; Darren 
Leatherbarrow, Lawton, near Warrington 
WA3 2HY; Jonathan Grebby, Wardley, 
Gateshead NE10 8YH. 

And 20 runners-up receive copies of Judge 
Death. .. 

Matthew Welsh, Chippefield, Herts WD4 
9DQ; Christian Jones, Milford Haven, Dyfed 
SA73 3JR; Alistair Gentry, Felixstowe, 
Suffolk IP11 8AN; R Kunikowski, 
Walsgrave, Coventry CV2 2AH; Olivia Jane 
Brown, Ossett, West Yorkshire WF5 OQD; 
Ian Putnam, Luton, Beds LU4 9NF; Paul 
Marchant, Guildford, Surrey GU4 8ET; Tony 
Anderson, near Pontefract, West Yorkshire 
WF7 7JQ; Matthew Edwards, Barrow-On- 
Trent, Derby DE7 1HP; Chris Gorman, 
Ayrshire, Scotland KA13 7PN; Lee Reveley, 
Coventry, West Midlands CV3 6HT; Russell 
Pratt, Plymouth, Devon PL8 1HG; Malcolm 
Young, Seaford, East Sussex BN25 1BQ; 
Darren Curzon, Maulden, Beds MK45 2AE; 
Andrew Shadwell, Bicknacre, Essex CM3 
4EU; Robin Sivyer, East Grinstead, West 
Sussex RH19 3DU; Thomas Greenan, 
Ayrshire, Scotland KA12 9NE; Neil Firth, 
Hemel Hempstead, Herts HP1 1RH; Daniel 
Bill, Stanwix, Carlisle CA3 9MS; Lasse 
Eldrup, 2650 Hvidovere, Denmark. 


ROMANTICALLY 

MINE 

Issue 50 

One of the very few people who actually solved 
our romantic wordsquare of two issues ago 
was Vincent Milner of Nottinghamshire NG13 
8HQ. He also said that, ‘Romantic Robot are 
so old they think +3s are worn by midget 
golfers’! He gets a Romantic Robot Videoface 
Digitiser for his troubles. In our ‘designer’ 
competition, second prize winners could 
choose their prizes from one of Romantic 
Robot’s famous Multiface series or a 
Multiprint printer interface. The fortunate five 
who come second are D Beach from 
Oxfordshire OX17 3LU; John Clifton from 
down in Kent DA3 8QY; Joseph Leiper up in 
Aberdeen AB1 5QN; M Winwood across in 
Sheffield S11 and P T Ebbutt of 
Cambridgeshire PEI 4DN. Thirty more 
designer runners-up who get a choice of 
Wriggler, Music Typewriter, Lifeguard or 
Genie software are . . . 

James MacPherson, Herts ALIO OPR; Colin 
Townsend, Staffs WS7 8UB; Trefor Thorpe, 
Dyfed SA31 ITS; Jon Sender, Sheffield S8 
8DU; Ian Porter, N.Humbs HU5 5HW; Keith 
Roberts, Devon PL5 4ET; Kevan Fagan, 
Liverpool L11 5BB; Alan Henderson, Tyne & 
Wear DH4 6EF; Anthony Graham, 
Gloucester GL2 0DN; Matthew Tebbutt, 
Bristol BS20 8DG; David Green, S.Yorks S8 
0BA; Chris Davis, Staffs ST2 7BZ; Robert 
Dinsdale, Kent ME16 0BS; Paul Jones, 
Cardiff CF4 6EG; Stephanie Garnett, 
Northampton NN3 2SS; Paul Preston, 
Essex IG6 2NW; R Marsden, Sheffield S2 
4DA; Matthew Peddlesden, Suffolk IP14 
3HB; Marcus Bryant, Surrey GU4 7EL; Peter 
Wilson, Cleveland TS20 2EL; S D King, 
Somerset BA9 9HR; Peter Simpson, 
W.Sussex BN12 6BB; A J Milhench, Lancs 
OL4 3NH; David Taylor, Newcastle Upon 
Tyne; Andrew Grier, Bucks MK19 7AG; 
Tony Voon, London W12 8BY; David Gary 
Walters, West Midlands WS3 2RF; Steven 
Streeting, Guernsey, Channel Islands; 
Geoffrey Hill, Cheshire CW12 3JF; Rob 
Darke, Hereford HR4 OQD. 


All winners, please allow 28 days for the delivery of your prizes. All queries 
regarding competitions run in CRASH should be sent to Frances Mable, 
CRASH, PO Box 10, Ludlow, Shropshire SY8 1DB. Please don’t ring 
Frances as she has enough trouble reading through all your entries as it 
is. 


CHART 

VOTING 

FORMS 


EACH MONTH WE PICK OUT FIVE WINNERS FOR 
EACH CHART. THE ONLY WAY TO WIN IS TO ENTER. 

THE IS YOUR CHANCE TO INFLUENCE THE 
CRASH CHARTS AND STAND A CHANCE OF 
WINNING £40 WORTH OF SOFTWARE. WE NEED 
YOUR VOTES. 

VOTE NOW! 

Cut out your voting forms and send them off to CRASH 
VIDEO CHART, CRASH ADVENTURE CHART, CRASH 
HOTLINE CHART and CRASH STRATEGY CHART PO 
Box 10, Ludlow, Shropshire SY81DB 
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Postcode. 
































































ACTION FORCE II 
ALTERNATIVE WORLD GAMES 
AIRBOURNE RANGER 
ARC OF YESOD (128/48K) 

ADVANCED ART STUDIO +128K 
ALIEN SYNDROME 
ARKENOIDII - REVENGE OF DOH 
A.T.F. 

AVENGER 
BARBARIAN II 

BARRY McGUIGAN’S BOXING (128K) 
BUGGY BOY (Disc £9.99) 

BLACK LAMP 

BLOOD BROTHERS (DISK£9.99) 
BLOOD VALLEY 
BOOT CAMP (19) 

BIONIC COMMANDOS 
BLITZKRIEG 
BUBBLE BOBBLE 
CALIFORNIA GAMES 
CHAIN REACTION (Disc 9.99) 
CHAMPIONSHIP SPRINT 
CHOLO 

COLOUR OF MAGIC 
CRAZY CARS 
CROSSWIZE 
CYBERNOID 

CYBER KNIGHTS (DISK £9.99) 

DRILLER 

DARIUS 

DARK SCEPTRE 

DARK SIDE (DISK £9.99) 

DESOLATOR 
DYNAMITE DAN 
DREAM WARRIOR 
DRUID II OR DRUID 
EARTHLIGHT 
ELITE 

ENDURO RACER II OR ENDURO RACER 

EQUINOX 

FIREFLY 

FLINTSTONES 

FLYING SHARK 

FI 5 STRIKE EAGLE 

FOOTBALL DIRECTOR 

FOOTBALL MANAGER II 

FAIRLIGHTII 

FRIGHTMARE 

GAUNTLET 

GAUNTLET 2 

GEE BEE AIR RALLY 

GHOSTBUSTERS (128K) 

GOTHIC 
GRAND PRIX 
GRYZOR 

G. LINEKER’S SUPERSOCCER 
GUNSHIP (Disc £9.99) 

GUNSMOKE 

GUTZ 

HERCULES (DISK £9.99) 

HUNT FOR RED OCTOBER 

HEARTLAND 

IKARI WARRIORS 

IMPACT 

IMPLOSION 

IMPOSSIBLE MISSION II 
JINXTER (DISK ONLY) 

KARNOV 
KATTRAP 
KNIGHTMARE 
KNIGHT ORC 


6.99 5.99 


ALL 30 GAMES ONLY £5.90 

ANTICS DEMON KNIGHT TUBECUBE 

PLANTFALL NED’S GARDEN 

GRIDRUNNER SPACE INTRUDERS 

BISMARK MIGHTY MAGUS 

METEOR STORM FALLOFROME 

JETSET GORTIE DRAUGHTS 

3DTUNNEL XADOM 

STOCKMARKET DETECTIVE 

FRIDGE FRENZY 20TONS 

THE VALLEY CHESS PLAYER 


INVASION 
ESCAPE 
LAZERZONE 
STRONTIUM DOG 
PYRAMANIA 
MICROMOUSE 
DRAGONS BANE 
CARPETCAPERS 
BLOOD’N’GUTS 


WE ARE THE CHAMPIONS 
only £7.45 

IK + RENEGADE 

RAMPAGE 

BARBARIAN 

SUPERSPRINT 

HIT PAK 6 (VOL 3) 
£7.45 

GHOSTS & GOBLINS + 
PAPERBOY + ENDURO RACER 
+ LIVING DAYLIGHTS + 
DRAGONS LAIR 1 + DRAGONS 
LAIR 2 

TOP TEN ONLY £7.45 

SABOTEUR + SABOTEUR 2 

SIGMA 7 + CRTICAL MASS 

AIRWOLF + DEEP STRIKE 

TURBO SPIT + THANTOSS 
BOMBJACK II + COMPACT LYNX 

BEST OF ELITE Vol 2 
ONLY £7.99 

PAPERBOY 

GHOSTS & GOBLINS 

SPACE HARRIER 
BOMBJACK 2 

ALL STARS 
£6.99 

XECUTOR + INSIDE OUTING + 
BOBBY BEARING + SHADOW 
SKIMMER + MINDSTONE + 
WARLOCK + PYSTRAXX + 
BRIAN BLOODLAKE + THATS 
THE SPIRIT + STARBIKE 

COMPUTER HITS IV ONLY 
£6.99 

PULSATOR + CITY SLICKER 1 

REVOLUTION + STARQUAKE 
DEACTIVATOR + SACRED ARMOUR 

BRIDE OF FRANKENSTEIN + UCHI MATS 
CONTACT SAME CRUISE + DANDY 
PYRACURSE + SPIN DIZZY 

ARCADE FORCE FOUR 
only £7.45 

ROAD RUNNER 

INDIANA JONES 

GAUNTLET 

METRO CROSS 

MAGNIFICENT 7 ONLY 
£7.45 

DISC £13.95 

HEAD OVER HEELS 

COBRA &ARKANOID 

SHORT CIRCUIT + WIZBALL 
FRANKIE GOES TO HOLLYWOOD 
GREAT ESCAPE + YIE AR KUNG FU 

10 GREAT GAMES VOL 

II 

AUF MONTY + MASK 

DEATHWISH 3 + JACK THE NIPPER 2 

BULL DOG + THING BOUNCES BACK 

FINAL MATRIX + BASIL THE GREAT MOUSE 
DETECTIVE 

CONVOY RAIDERS + SAMURAI 
TRILOGY 

REBOUNDER + DUCT 

SOLID GOLD ONLY £7.45 
DISC £10.99 

GAUNTLET 

ACE OF ACES 
LEADERBOARD 

WINTER GAMES 
INFILTRATOR 

LIVE AMMO ONLY 
£7.45 

DISC £10.99 

ARMY MOVES 

RAM BO 

GREEN BERET 

TOP GUN 

GREAT ESCAPE 

BEST OF ELITE ONLY 
£4.99 

BOMBJACK 

FRANK BRUNO’S BOXING 
COMMANDO 

AIRWOLF 


GAME SET AND MATCH 
ONLY £8.99 (DISC £13.99) 

FEATURING: BASKETBALL • SOCCER • VAULT 
SWIMMING SHOOTING • ARCHERY • TRIPLE JUMP • 
WEIGHTLIFTING PING PONG 
PISTOL SHOOTING • CYCLING • SPRINGBOARD 
DIVING • GIANT SLALOM • ROWING 
PENALTIES • SKI JUMP • TUG OF WAR • TENNIS 
BASEBALL BOXING • SQUASH • SNOOKER/POOL 


KONAMI ARCADE 
COLLECTION £7.45 
(DISC £13.99) 

JAILBREAK + GREEN BERET + YIE AR KUNG FU + 
PING PONG + MIKEY + JACKAL + HYPERSPORTS + 
NEMESIS 



RRP 

OUR 

PRICE 

LAZERTAG 

8.99 

6.50 

LAST NINJA II 

9.95 

6.75 

LITTLE COMPUTER PEOPLE (128K) 

9.95 

3.99 

MAGNETRON 

7.95 

5.90 

MS PACMAN 

7.99 

2.99 

MASK 

7.95 

2.99 

MOONCRESTA 

7.95 

1.99 

MASK II 

7.95 

5.90 

MORDON’S QUEST 

8.99 

2.99 

MATCH DAY II 

7.95 

5.99 

MAD BALLS 

7.95 

5.99 

MICKEY MOUSE (DISK £9.99) 

7.99 

5.50 

MYSTERY OF THE NILE 

8.95 

2.99 

NEMESIS 

7.95 

2.99 

NORTH STAR 

7.95 

5.50 

OUTRUN 

8.99 

6.50 

OUT OF THIS WORLD 

9.95 

7.45 

ORBIXTHETERRORBALL 

8.99 

2.99 

POLE POSITION 

7.99 

2.99 

PACLAND 

8.99 

6.50 

PINK PANTHER (Disc £12.99) 

8.99 

6.50 

PLATOON 

9.95 

6.75 

PITFALL II 

7.99 

1.99 

PREDATOR 

9.99 

7.45 

QUAZERTON 

8.99 

3.99 

RAMPAGE 

9.99 

6.50 

RINGWARS 

9.99 

6.70 

ROADBLASTERS 

8.99 

6.25 

ROLLING THUNDER 

8.99 

6.50 

RYGAR 

8.99 

6.50 

ROY OF THE ROVERS 

9.99 

6.40 

RASTANSAGA 

7.95 

5.90 

REVOLUTION 

8.99 

3.99 

ROADWARS 

8.95 

6.25 

SHACKLED 

9.95 

6.70 

SHADOW FIRE 

9.95 

2.99 

SIDEWIZE 

7.95 

2.99 

SKATE CRAZY 

7.99 

5.50 

SORCEROR LORD (Disc £13.99) 

12.95 

9.99 

SPY vs SPY TRILOGY 

9.99 

6.70 

STAR WARS 

9.95 

6.50 

SUPER HANG ON 

9.99 

6.45 

SIDE ARMS 

8.99 

6.50 

720° 

8.99 

6.50 

SOLDIER OF LIGHT 

7.95 

5.90 

SPLITTING IMAGES 

9.99 

4.25 

S.O.S. 

7.99 

1.99 

STREETFIGHTER 

8.99 

6.25 

TARGETRENEGADE 

7.95 

5.90 

THUNDERCATS (Disc £9.99) 

7.95 

5.20 

TIME&MAGIK 

14.95 

11.20 

TRANTOR 

8.99 

6.50 

TELADON 

8.99 

6.25 

TERRAMEX 

7.95 

5.90 

TRAZ 

8.95 

6.50 

THAMATOS 

8.99 

3.99 

TOYBIZARRE 

7.99 

7.59 

TINDERBOX 

4.99 

1.99 

TROLL 

9.99 

6.70 

VAMPIRES EMPIRE (Disc £9.99) 

8.99 

6.50 

VENOM 

7.95 

5.50 

VICTORY ROAD (Disc £9.99) 

7.99 

4.99 

VIXEN 

8.99 

6.25 

WHERE TIME STOOD STILL (Disc £11.20) 

7.95 

5.90 

WIZARD WARZ 

8.99 

6.50 

WINTER OLYMPIAD ’88 

7.95 

5.50 

WORLD CLASS LEADERBOARD 

8.99 

6.50 

WORLD GAMES 

8.99 

6.50 

YETI 

8.95 

6.50 

ZENJI 

8.99 

.75 


K- 


BARGAIN SOFTWARE ORDER FORM 

Please send me the following titles. BLOCK CAPITALS please! 
Type of computer 


CRASH/MAY ISSUE 


Title 



Amount 











Total enclosed £ 



Date . 

Name ... 
Address 


Tel. no. 


Please make cheques or postal orders payable to BARGAIN SOFTWARE. 
Prices include P & P within the U.K: Europe please add £0.75 per tape: 
Elsewhere please add £1.00 extra per tape 
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ST PRICE INCREASE 

Due to a worldwide shortage of memory chips, 
prices of many computers have gone up. From 
April 1988, the Atari ST range is also likely to be 
affected. For details of any price increase, please 
return the coupon below for our latest literature. 


I0NUT FROM SILICA 

1 Finally, there’s a personal computer that not only solves problems like other computers, but also solves 
the one problem that other computers have created. Affordability. Silica Shop are pleased to present the I 
ST range of personal/business computers from Atari. The ST was designed utilizing the most recent I 
I breakthroughs in semiconductor technology, producing a personal computer that performs tasks with I 
fewer parts. Which means it costs less to make. And less to buy. The latest ST computers now include I 
built in power supplies and built in disk drives. The TOS operating system and GEM window environment I 
are now on ROM chips which are already installed in the ST keyboard. This enables automatic instant I 
booting when you switch on. Silica Shop are pleased to offer the complete Atari ST range. Our mail order I 
department is situated in Sidcup and we have 3 retail outlets at Sidcup, Lion House (Tottenham Court Rd) f 
and Self ridges (Oxford Street). We have eight years experience of Atari products, longer than any other I 
UK company, and are well established as the UK’s No.1 Atari specialist. With a group turnover of over £9 I 
I million and in excess of 80 staff, we offer you unbeatable service and support. We provide several I 
facilities which you will find invaluable during your Atari computing life and most of these facilities are I 
I available ONLY FROM SILICA. We suggest that you read through what we have to offer before you I 
| decide where to purchase your Atari ST. y 1 

:E STARTER KIT - Only From Silica 

When you purchase any Atari ST keyboard, you will not only receive the best value for money computer 
on the market, but you will also receive the following from Atari Corporation as part of the package- 
* BASIC Language Disk * BASIC Manual ‘ ST Owners Manual * TOS/GEM on ROM 
If you buy your ST from Silica Shop, you will also receive: 

* NEOchrome Sampler - colour graphics program * 1st Word - Word Processor , 

In addition, we at Silica would like to see you get off to a flying start with your new computer, so we have 
I put together a special ST STARTER KIT worth over £100, which we are giving away FREE OF CHARGE 
with every ST computer purchased at our normal retail prices. This kit is available ONLY FROM SILICA 
and is aimed at providing users with a valuable introduction to the world of computing. We are continually 
I upgrading the ST Starter Kit, which contains public domain and other licensed software, as well as books 
I magazines and accessories all relevant to ST computing. Return the coupon below for full details 

DEDICATED SERVICING - Only From Silica 

I x! S ‘!' ca Shop ' "f.® have a dedicated service department of seven full time Atari trained technical staff, i 
I This team is totally dedicated to servicing Atari computer products. Their accumulated knowledge, skili 
I and experience makes them second to none in their field. You can be sure that any work carried out by I 
the ,t*' 9 hest standard. A standard of servicing which we believe you will find ONLY FROM 
SILICA. In addition to providing full servicing facilities for Atari ST computers (both in and out of I 
warranty), our team is also able to offer memory and modulator upgrades to ST computers. 

1Mb RAM UPGRADE: Our upgrade on the standard Atari 520ST-M or 520ST-FM keyboard will 
increase the memory from 512K to a massive 1024K. It has a full 1 year warranty and is available from f 
I Silica at an additional retail price of only £86.96 (+VAT = £100). 

I IY MODULATOR UPGRADE: Silica can upgrade the 1040ST-F to include a TV modulator su . 

I that you can then use it with your TV set. This is an internal upgrade and does not involve any untidy 
external boxes A cable to connect your ST to any domestic TV is included in the price of the upgrade 
I which is only £49 (inc VAT). The upgrade is also available for early 520ST computers at the same price 1 

THE FULL STOCK RANGE - Only From Silica 

1 ,^ e aim t0 kee P stocks of all Atari related products and our warehouse carries a stock of over £V4 million 
We import many software titles direct from the USA and you will find that we have new releases in . 
advance of many of our competitors. Unlike dealers who may only stock selected titles, we have the full I 
I range. In addition, we carry a complete line of all books which have been written about the Atari ST A I 
I range as wide as ours is something you will find is available ONLY FROM SILICA. 

I AFTER SALES SUPPORT - Only From Silica 

I Rest assured that when you buy your ST from Silica Shop, you will be fully supported. Our free mailings I 
give news of releases and developments. This will help to keep you up to date with new software releases 
as well as what s happening in the Atari market. And in addition, our sales staff are at the end of a I 
telephone line to service all of your Atari requirements. If you purchase an ST from Silica and would like I 
any technical advice, we have a full time technical support team to help you get the best from your I 
computer. Because we have both the staff and the systems specifically dedicated to providing after sales I 

supp4vt. < Thtecan be recelwecKMIU^FROM silica! ° Ur ^ e " i<>V ” hi S h ^ <* I 

\FREE CATALOGUES - Only From Silica 

| At Silica Shop, we recognise that serious users require an in-depth information service, which is why we I 
I mail free newsletters and price lists to our ST owners. These are up to 48 pages long and are crammed I 
with technical details as well as special offers and product descriptions. If you have already purchased an 
ST and would like to have your name added to our mailing list, please complete the coupon & return it to 
I us. This information service is available ONLY FROM SILICA 1 

FREE OVERNIGHT DELIVERY - From Silica 

1 Most orders are processed through our computer within 24 hours of receiving them. Most hardware I 
° rde * are sant J« he overnight GROUP 4 courier service FREE OF CHARGE to customers within the 
| UK. This method helps to ensure minimum delay and maximum protection. 

PRICE MATCH - Only From Silica 

We hope that the combination of our low prices, FREE UK delivery service, FREE Starter Kit and FREE 
after sales support, will be enough to make you buy your Atari equipment from Silica Shop. If however I 
there is something you wish to purchase, and you find one of our competitors offering it at a lower price I 
then please contact our sales department, providing us with our competitor's name, address and I 
telephone number. If our competitor has the goods in stock, we will normally match the offer (on a ‘same I 
I product - same price' basis) and still provide you with our normal free delivery. We realise that we are not I 
the only company who will match a competitor’s price. However, if you come to us for a price match, you | 
will also be entitled to our after sales service, including free newsletters and technical support. This I 
I makes our price match promise rather special, something you will receive ONLY FROM SILICA We don’t I 
L.want you to go anywhere else for your Atari products. So shop at Silica, the UK’s Nol A tari Specialist. 

CUP (& Mail Order) . 01-309 1111 ' 

1-4 The Mews, Hatherley Road, Sidcup, Kent, DAI4 4DX 

/ 01-580 4839 1 

House (1st floor), 227. Tottenham Court Rd, London, W1P QHX 

DON --v- ■ , , o .. 01-829 1234 ext 3914 | 

Self ridges (1st floor), Oxford Street, London, W1A 1AB 


+VAT=£299 


SO MUCH FOR SO LITTLE! 

There is nothing that can compare with the incredible value for money offered by Atari’s 
520ST-FM. For only £260 (+VAT=£299), you can purchase a powerful 512K RAM computer 
with a 95 key keyboard (including numeric keypad), MIDI interface, GEM, a palette of 512 
colours, mouse controller, and a 512K built-in disk drive. The 520ST-FM has a TV modulator 
built-in, and comes with a lead to allow you to plug it straight into any domestic colour 
television set. The mains transformer is also built-in to the keyboard, so there are no messy 
external boxes. You couldn’t wish for a more compact, powerful and stylish unit Atari ST 
computers are now firmly established in the UK, there are nearly 500 software titles already 
available for a wide variety of applications and the list is growing all the time. And that’s not 
all. When you buy your new 520ST-FM (or any Atari ST computer) from Silica Shop, you will 
get a lot more, including a FREE Silica ST Starter Kit worth over £100. Read the ONLY FROM 
SILICA section on the left, to see why you should buy your new high power, low price 520ST- 
FM from Silica Shop, the UK’s Nol Atari Specialists. For further details of the range of Atari 
i S J [s and the FREE Silica ST Starter Kit, complete and return the reply coupon below 

ATARI 520ST-FIV/I NOW ONLY £260 (+VAT=£299) 

1.520ST-FM wl,h 512K RA** * mono monitor £399 (inc VAT) Upgrade from 512K RAM to 1024K RAM £100 (inc VAT) 


[ATARI 1040ST-F - NEW PRICE 

We are pleased to announce a new reduced price point on the 
1040ST-F which is now available for only £499 (inc VAT). The 
1040 is a powerful computer with 1Mb of RAM and also includes 
a built-in 1Mb double sided 3 W disk drive. The 1040 has been 
designed for use on business and professional applications 
most of which require a high resolution monochrome or colour 
monitor. It does not therefore have an RF modulator for use 
with a domestic TV set. Modulators can be fitted for £49 (inc VAT). 

1040ST-F Keyboard Without Monitor . £499 (inc VAT) 

1040ST-F Keyboard + High Res SM12S Mono Monitor . £599 (inc VAT) 

If you would like further details of the 1040ST-F, return the coupon below. 

I MEGA STs NOW IN STOCK 

For the user who requires even mote RAM than the 520 or 1040 
ST’s offer, the new MEGA ST computers are now available 
There are two MEGA ST’s, one with 2Mb of RAM and the other 
with a massive 4Mb. Both new computers are fully compatible 
with existing ST’s and run currently available ST software. The 
MEGA ST’s are styled as an expandable Central Processing 
Unit with open architecture and a detachable keyboard. They 
are supplied with GEM, a free mouse controller and all extras 
as with the 520 or 1040. Prices are as follows: 

MEGA ST 2Mb Keyboard * CPU . £999 (inc VAT) 

MEGA ST 2Mb Keyboard * CPU + SM125 Mono Monitor . £999 (inc VAT) 

ST 4Mb Keyboard * CPU ./.. £1199-(inc VAT) 

MEGA ST 4Mb Keyboard t CPU + SM125 Mono Monitor . £1299 (inc VAT) 

Jf you would like further details of the MEGA STs. return the coupon below. 


ATARI 


I lb: SMC. Shop Ud, De^ CR 06/BS . W The K. Hathntey Row, Sktoip. K—*. DAM «X 

| PLEASE SEND ME FREE UTERATURE OR THE ATARI ST 


Mr/Mrs/Ms: 

Address: 


Initials: Surname: 


Do you already own a computer 
If so, which one do you own? ... 


Postcode: 



















































S UMMER is now upon 
us, and with the hot 
summer nights come 
some hot games. 
Games that will blow 
your mind or possibly your 


Forget Little & Large and The Two 
Ronnies. For the greatest mates 
around look out for Hark and Kren, 


wmm 


► Chubby Gristle says, f Big is beautiful'. But is it? 


FOOTBALL CRAZY 


sophisticated defence systems try 
to destroy you but with your 
thrustpacks and hand-held laser 
guns you must enter the mine and 
regain the ill-gotten treasure. 
Sylonia’s future rest in your hands. 

June should also see the release 
of Skate Crazy- a streetwise 
roller skating game - and 
Hercules- a gory beat ’em up. All 
from Gremlin, as is Gary Lineker's 
Super Skills. The game is played 
in two parts: in thegym where you 
must exercise and generally get fit, 
and out on the training pitch where 
you must prove your skills by, 
among other things, dribbling 
around cones. 

Skate Crazy competition 


Grand Slam also have a 
footballing game in the way of 
Peter Beardsley's International 
Football- although that won’t be 
out for a while yet. Also from Grand 
Slam we’ve Chubby Gristle and 
Power Pyramids. The latter is a 
game of skill and dexterity. Similar 
to a pinball machine, you must use 
a pair of flippers to control a ball 
which must be hit against various 
power points situated on levels 
within the pyramid. Chubby Gristle 
and Power Pyramids should be 
available now. 

Accolade’s latest release takes 
a less serious look at the sport of 
golf. Mini-Putt is based on those 


miniature ‘ crazy ’ golf courses that 
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styles, and even a player 
suspension facility (just shows 
how up-to-date it is)! 


litter the promenades of seaside 
holiday resorts. The game 
contains four courses, each 
depicting a certain theme: famous 
movies, countries around the 
world, sports and classic video 
arcade sequences. Each course 
contains nine holes. The direction, 
force and angle of each shot can 
be adjusted, but you have to be 
quick otherwise your golfer will get 
impatient. Play the shot right and 
he’ll be over the moon, but one 
bad shot and he gets very angry! 
Three types of obstacles must be 
overcome: paths, requiring 
accuracy; windmills, demanding 
precise timing, and various 
objects that pop up out of the 
ground. Once a course is 
completed you get an overall 
score. 

Mini-Putt competition .... page 32 


REBEL RETURNS 


Finally, this month sees a new 
company to the Spectrum market. 
Target Games was founded in 
March by Julian Gollop, who you 
may remember programmed the 
Firebird games Rebeistar Raiders 
and Chaos. The first release from 
Target Games is Laser Squad- a 
strategy game requiring arcade 
reflexes - in August. 

► It's time to get your 
chopper out... 


detailed 3-D vector graphics, 
through which you must move with 
your sophisticated intelligence 
gathering devices and enter the 
heart of the Ring World - to kill it 
for ever. But can you also escape 
before it kills YOU? 


WORTH THE RISK? 


The board game genre has been a 
bit quiet of late, but Virgin Games 
are soon to change all that. In 
October we should be able to play 
their latest Kenner Parker licence, 
R.I.S.K.. The game features a 
scrolling map and all the features 
of the popular board game. And in 
January ’89 Virgin will have 
Cluedo Master Detective, a 
version of the classic board game 
to be found in The States but not 
well known over here yet. 

Cascade’s 19 Part 1 - Boot 
Camp was scheduled for release 
a couple of months back, but they 
promise us it’ll be out by the time 
you read this. Mind you, Ring 
Wars was chalked in for a March 
22 release and where’s that! Not 
to worry though - that’ll also be out 
for June. Ring Wars is based 
around the activity of Ring Worlds 
- whose sole purpose was to 
locate uninhabited worlds and 
bleed them dry of all life, but 
something has gone dangerously 
wrong . . . Now the Ring Worlds 
are invading our solar system, 
absorbing everything in their path, 
and only you can stop them. The 
game contains complex and 
► Mini-Putt -a great 

improvement over Skoda- 
Putt 


THE HIGH LIFE 


CRL, the publishers of last 
month’s 90% CRASH Smash 
Sophistry, had trouble in naming 
their next game, so who better to 
contact than the illiterate bunch of 
reviewers at CRASH Towers, and 
this is what we came up with (well, 
almost). Their next game is to be 
called Hi-Rise Scaffold 
Construction Set, and is basically 
a platforms and ladders designer. 
Using this sophisticated program 
it is possible to design your own 
platform arcade game from 
scratch - without any 
programming knowledge 
whatsoever. As well as being able 
to design all the graphics and 
define where objects appear, you 
can make your own sound effects, 
write a scrolling message for each 
screen and program the height of 
jumps etc ... 

War game fans will be happy to 
hear that the follow-up to CCS’s 
Overlord is soon on its way. It’s 
called Stalingrad, and is again 
written by Ken Wright. It should be 
available at the beginning of June. 

Hewson, the company that 
some people are now calling the 
new Ultimate because of their 
consistently high standards and 
success, have Battle Valley as 
their next release. Some terrorists 
have captured two medium range 
nuclear missiles and you’ve got 30 
minutes to stop the annihilation of 
the planet. You have control over 
either a tank or a helicopter which 
moves over the horizontally 
scrolling landscape and attempts 
to blow up the two missile silos. If 
the preview version is anything to 
go by we’ve another great game in 
store. 

Much has been said about 
Football Manager clones over the 
years. But now we’ll really find out 
how good they all were, for 
Addictive Games are about to 
release Football Manager 2. 
Apparently, it contains realistic 
graphics, an animated 
scoreboard, various playing 


LAST MONTH it was Zeppelin Games and this month it’s Summit Software, the latest 
budget label to be formed. This new label is an extension of Alternative Software 
and all releases will be £2.99. The new label will be a mixture of original products 
and re-releases of old games. The first four releases are Cannibals From Outer 
Space, 1999, Gateway To Hell and Battlecars (66%, Issue 13). 

Fans of the Droids TV series will be happy to hear that the cartoon versions of R2- 
D2 and C-3P0 have been snapped up by M.A.D., who say that Droids is aimed at 
the under-14s. However, we’re sure thatthe Lucasfilm stars of the Star Wars trilogy 
will appeal to all - especially Steve Jarratt, our exalted editor, who’s loopy about the 
Star Wars films. A dastardly gang have escaped from a high security prison and for 
some strange reason the robotic twosome have been captured by these evil 
characters. You take control of C-3P0 (the tall, golden robot) who must escape from 
his captures and kill off the ever-increasing number of opponent droids. 
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GOGGLE! 

REWIND TO THE PAST 


DOMINIC HANDY on video 


A FTER last month’s lull in 
major video film releases, 
you'll be happy to hear that 
there’s many a good film to 
watch oyer the next couple of 
months. Warner Home Video's major 
release of May is undoubtedly Full 
Metal Jacket (Warner, 18) Stanley 
Kubrick - who’s acclaimed credits 


films Full Meta! Jacket ^ thankfully, 
unglorifying in its approach to a 
distasteful subject A startlingly 
different telling of the Vietnam story 
as good as. if not better, than Platoon 
- but. as with every Kubrick film, 
tackiingthe subject from a completely 
different angle. 


▼ Stanley Kubrick's Full Metal Jacket 


include such cult films as Lolita, A 
Clockwork Orange, 2001 A Space 
Odyssey and The Shining- directs the 
action loosely based around the novel 
The Short Timers by Vietnam veteran 
Gustav Hasford Matthew Modine 
(Bird}/} plays an 18-year-old marine 
recruit. Private Joker. The story 
contains two distinct sections - Joker’s 
harrowing basic training on Parris 
Island and his real life combat 
experiences out in the Vietnam 
wastelands (superbly shot in London’s 
docklands). The first part is so realistic 
and involving that as a result the 
second half suffers As with all Kubrick 


Mind yer backs, folks' Harry’s 
coming through Yes, Bigfoot And 
The Hendersons (CIC Video, PG) 
originally called Harry And The 
Hendersons in the US - finally makes 
its way to the video shelves on June 8, 
The terrific John Lithgow (Twilight 
Zone - The Movie, 2010) stars as the 
father of an all-American family who 
collides with a sasauatch-type hairy 
beast while on a shooting holiday As 
anyone in such a situation would do, 
they decided to load it up on their 
station wagon and take it back home. 
Of course, a dormant eight-foot-tall 
hairy creature isn’t something you 


want to show to the neighbours, but 
when Harry awakens he runs riot 
throughout the Henderson’s 
household, knocking chunks out of 
wails and demolishing chairs. 
However, it turns out that Harry’s really 
a lovable characters and no-one wants 
to see him hurt. Bigfoot is guaranteed 
fun for all ages! 


Something W//(/(RCA/Columbia, 18). 
When the sexy Lulu (Griffith) bumps 
into the conventional Charles (Daniels) 
things are bound to change for one of 
them. Lulu turns Charles’ life upside 
down but he becomes enchanted by 
her crazy approach to life, and slowly 
falls in love. Meanwhile, her 
psychopathic ex-husband blames her 


A ‘So long as I'm back for tea!' 

With Roxanne currently riding high 
in the video charts, RCA/Coiumbia 
announce Best Seller (18) as their 
next blockbuster on June 3 Brian 
Dennehy (First Blood, F/X- Murder 
By Illusion, Cocoon) plays a cop/writer 
whose police exploits provide rich 
content for his best-selling novels As 
he moves up The Force his creative 
juices start to run dry so when, with the 
promise of a best seller, he’s 
approached by a professional hit man 
(Janies Woods Salvadoi) he 
cautiously joins forces with him. 
Victoria Tennant (offscreen wife of 
Steve Martin) plays the role of 
Dennehy’s agent and lover, who also 
feels the violent hit of Woods This has 
got to be THE thriller of the month. 
James Woods plays the hit man with 
steely eyed determination to get his 
story in print, while Dennehy treads 
cautiously around Woods past. Saying 
anymore would spoil the film Don’t 
miss it! 

Two weeks later RCA/Columbia 
release Jeff Daniels and Melanie 
Griffith in the offbeat comedy 


for the way he’s turned out, and is 
hunting her down. All this excitement 
provides solid entertainment for those 
with a kooky sense of humour (me 
included)! 

Sean Connery’s been in the news 
lately for his Oscar-winning 
performance in The Untouchables 
(CIC Video, 18), and at the end of June 
you’ll be able to see what all the (well 
deserved) fuss has been about. 
Viewers of the successfully re-run TV 
series will have quite a good idea about 
the content of the film. Kevin Costner 
(No Way Out) plays Eliot Ness 
(originally played by Robert Stack in 
the 1959-62 series), a naive but 
persistent Federal Treasury agent. 
Jimmy Malone (Connery) teaches Ness 
the harsh reality of dealing with the 
mobs of prohibition Chicago in 1931. 
Ness and his gang of ‘untouchables’ 
must put everything on the line to put 
Al Capone (frigidly played by Robert 
De Niro) behind bars. Brian 
DePalma ( Carrie , Dressed To Kill ) 
directs with Oscar-winning Ennio 
Morricone (The Mission) 
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▲ Emily Lloyd says,'Up yer bum!' 

comical sequences mustn’t be missed. 
Short, as the hyperchondriac hero, is 
delightfully superb. 

Talking of vessels (and why not?) we 
come to Disney’s Flight Of The 
Navigator (CBS/fox, U). A 12-year- 
old, played by Joey Cramer, is 
suddenly whisked off by a high-tech 
spacecraft of which he promptly 
becomes the navigator. The ship is 
equipped with all types of aliens - a 
robotic creature named Max (whose 
voice is credited to Paul Mall, but 
actually belongs to Paul Rubens aka 
Pee Wee Hermen of the appalling Pee 
Wee's Big Adventure - strange, but 
true!) and a veritable range of weird 
creatures. Eight years later the boy 
returns home, still aged 12! And I 
thought I had problems explaining a 
long lunch hour to our inexplicable Ed, 
Steve J. 

Those of you who love watching the 
trailers more than the actual film itself 


will be interested to hear that 8 
Million Ways To Die (CBS/Fox) is to 
be released at the end of June. It was 
brilliantly trailed on CBS/Fox hire 
videos almost a year ago. It sounded 
and looked like a real winner! Has it 
been worth the wait? Probably not, 
even though it stars such successful 
actors as Jeff Bridges (Tron, Jagged 


Edge, Thunderbolt And Lightfoot) and 
Rosanna Arquette (Desperately 
Seeking Susan). An ex-cop (Bridges) 
hits the bottle and gets involved with a 
lady of the streets (Arquette) and her 
dangerous associates. The overlong 
film, like the characters it contains, is 
unpleasant and uninteresting. 

More news for trailer fans. The 
Empire Strikes Back and Return Of 
The Jedi (both CBS/Fox, U) have 
finally been released on budget video 
at £14.99 each. Don’t miss the trailer 
- it’s the same on both - which 
contains by far and away the best 
editing ever seen on video! Loads of 
clips from unrelated films stunningly 
cut together to the Star Wars theme 
music. The unsung video (or film -1 
suspect the latter) editor responsible 
should receive an Oscar! 

Emily ’Up yer bum!’ Lloyd received 
worldwide acclaim for her film debut in 
Wish You Were Here (Palace 
Pictures, 15), and now you - the 
discerning video viewer - will be able 
to judge for yourself from its imminent 
video release. It’s loosely based on the 
childhood of Cynthia Payne (in fact 
David Leland co-wrote Personal 
Services- Cynthia Payne’s adult 
exploits). It not only tells of the sexual 
awakening of Lynda, but also of her life 
in a seaside town of The Fifties and the 
numerous jobs which she loses 
through her outrageous behaviour. A 
delightfully fresh approach to a seaside 
comedy! 

So many videos and so little time! 
(You’ve been watching too many Tom 
Selleck films - Ed). 


TWISTED CIRCUITS 

Edited by Mick Gowar 
Beaver Books £1.75,143pp 

O NCE, computers made 
cameo appearances - 
rarely starring roles-in 
anthologies of short 
science fiction stories. In 
pre-Apollo shutdown days, all eyes 
and hearts were on deep space and 
SF abounded; in the more cynical 
Eighties, sword-and-sorcery - the 
struggle for Middle Earth and inner 
mind - is the tendency, and so 
computers star as gateways to 
strange worlds. 

Twisted Circuits-Hi-Tech 
Tales From Tomorrow contains 
eight shorts written with the ‘younger 
reader’ in mind. Mercifully, most of 
them lack the Janet-And-John 
reading book mentality of Sixties SF 
‘stories for boys’, opting for a more 
modern cynicism, which helps make 
them all readable; most of the 
authors even seem to understand 
computers... 

To pick three: Love Bytes 
(Nicholas Fisk) concerns a wacky 
teenager (of tomorrow) and the way 
she seduces her computer with 
notions of love so it marries another 
computer and has a baby. No living 


-.. 


happily ever after though - baby’s a 
number-crunching monster prodigy 
with an unbelievable temper. Krarg 
Enters (Dennis Hamley) centres 
around a witty Middle Earth rewrite 
(The Mabbut by RPP Bienkiron), 
whose computer game horror comes 
to effective life, but does the 
unexpected; while - possibly the 
best in the anthology - The 
Computer Game (Phil Cartwright) 
sees some sinister aspect in airliner 
flight simulations when reality 
intrudes through the game's manual. 

These are the best computer 
stories, but all would improve with 
some tighter plotting and writing. 
Only User Friendly (John Gordon) - 
a nastily trendy little girl with a cuddly 
computer-intelligent toy doggie gets 
her comeuppance - manages to rise 
to the level of Roald Dahl and give full 
satisfaction. Still, Twisted Circuits 
avoids talking down and, at a low 
cost, provides light relief between 
serious blasting. 

ROGER KEAN 


providing a chilling soundtrack. 
Compulsive viewing for ail who 
can stomach the Sean Connery 
shooting scene and the nail-biting 
pram sequence (HI say no more)! 

Joe Dante’s (Gremlins) 
innerspace (Warner, PG) is available 


©The Walt Disney Company 

assistant who is suddenly injected with 
the result of a scientific experiment. 
Not any ordinary experiment, though, 
this one is a miniaturised Navy vessel 
containing a human test pilot (Dennis 
Quaid - The Big Easy, Enemy Mine)\ 
Meg Ryan (Top Gun) also stars in this 
update of the 1966 classic, Fantastic 
Voyage. Its fast-moving script and 









































NEXT NIUNM 

COVER MOUNT 



Issue 54 of CRASH has a specially-commissioned double A-side demo cassette on the front the mag. ^aturing 
a playable demoof System 3’s forthcoming LAST NINJA II and a small, but fully playable game of DARKSIDE from 

10 Tocover the^cosfofs^che^ravaganc^ the ewer price will increased this one issue by 25pto£1.50-a small price 
to pay for quality approaching excellence! 


DARKSIDE 
-FROM 
INCENTIVE 

Dare you enter the twilight world of the Darkside? Featuring a complete 
playable game specifically designed for CRASH, Incentive’s incredible 
Freescape routine allows you to move with complete freedom in three 

dimensions. ., , . . .. 

EXTRA! Solve the mystery of the Darkside demo and win yourself a 

home laser kit! 


LAST NINJA 
II- FROM 
SYSTEM 3 

The legendary Ninja warrior has been transported to modern day New 
York. Are his ancient weapons and martial arts enough to conquer the 
tough pips of the Big Apple? Try this playable demo and see for 

y °TNs special taster includes numerous locations and animated 
sprites from the finished game. Get a taste of the action - FIRST! 


CRASHTIONNAIRE 

RESULTS 

What YOU specifically think about the magazine! What your 
personal likes and dislikes are - just WHAT the avergae 
CRASH reader wants in life. Check out the facts-next month 


MONITOR 


Mel Croucher returns to ti ie pages of CRASH with the first in 
an occasional series touching on the farther reaching effects 
that computers have had on the human community. Next 
month’s column looks at computer addiction - you aren’t 
addicted to computer games - or are you? Tune in to 
MONITOR and see just what these digital demons can do to 
your mind! 


CECCO’S LOG 

Rafaelle cecco continues his revealing day-by-day account 
of the ups and downs of Spectrum programming 


ALL THIS - Plus the usual NEWS, PREVIEWS, REGULARS, 
IRREGULARS and hard-hitting, straight-talking REVIEWS from the 
people in the know. CRASH - the Spectrum mag with its finger on the 
pulse! 

GET NEXT 
MONTH’S 



- ON SALE 
JUNE 30 















































The first casualty of war is innocence, 
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Target Renegade is hugely entertaining 
and ample justification for a sequel 
...it develops the theme and develops the^® 
game play no end on the original...Each man 
is four sprites ...all beautifully drawn with^f 
great comic touches. The dog is quite / 
wonderful. Commodore User / 


~PCV\H 
GAME 
OF THE 
vWEElO 


Target Renegade has the 
added essence of variety, 

I which is not to be found on other 
I games of this kind. Fear not, this > 
is well worth the readies. jjS 
PON Game of the week Jm 


/ Ever y movc 

a you make, 

every step you 

Fight your way 

back alleys, the car 
parks, fight your way^ 
iIIIP? through the villainous* 
community, the skin¬ 
heads, the Beastie Boys,j 
the bouncers. On a hofT 
if* steamy night in New York 
this is just the tip of the 
iceberg on your chilling 
quest to confront “MR. BIG”. 
A spectacular arcade style 
brawl with many hoodlams and 
hellhounds to encounter - 
this is target Renegade - 
if it mov^s, it hurts! 


SPECTRUM 


AMSTRAD 


SPECTRUM COMMODORE 


I MAO IN E 50 F T U 3 RE 
TEL : 06 1 S32 c^3 3 • 















































VULCAN VENTURE 




In 1985 came Nemesis, Konami's mould¬ 
breaking horizontally scrolling shoot 'em 
up which pioneered progressive 
weaponry and features some absolutely 
stunning graphics and sound. A year later 
Salamander arrived on the scene, boast¬ 
ing a dual player option, alternate hori¬ 
zontally and vertically scrolling levels, and 
a more impressive armoury. 

Now comes Vulcan Venture, the third 
in the Nemesis series. The player's ship is 
the same as the one that appeared in 
Nemesis, but features four different prog¬ 
ressive armouries, one of which is chosen 
at the start. The default armoury is identi¬ 
cal to Nemesis, whereas the other three 
contain such delights as ripple lasers, 
photon torpedoes, pulse lasers and tail 
guns. Each has its own advantages and 
disadvantages - it's up to the player to 
choose one to suit his own playing style. 

When the weapons system is selected, 
play begins. First of all the obligatory 
retarded aliens float their way towards 
the ship in convenient lines - just ripe for 
blasting. Start collecting the pods they 
leave behind, and you can save up for 
some bigger and better weapons. 


Progress a little further and the screen 
scrolls vertically as well as horizontally - 
to allow the ship to negotiate the huge, 
flaming suns it encounters. Long, fiery ser¬ 
pents wriggle spectacularly from the 
glowing heavenly bodies and pursue the 
Vulcan, spitting great gobs of glowing 


gunge. This is where the extra weaponry 
proves essential as you blast the giant 
space-worms in the head before they trap 
the Vulcan with their tails. 

It's pretty tough going through the first 
level, and to cap it all there's a huge laser¬ 
spitting Phoenix at the end, who won't 



let you pass on pain of death. The giant 
bird is beautifully animated. 

The second level looks like something 
out of Hans Rudi Geiger's Necronomicon, 
with the ship blasting its way through a 
dense Alien-e sque network of deadly 
webbing and organic growths. As well as 
clearing a route, the player also has addi¬ 
tional worries in the form of uncomforta¬ 
bly accurate gun emplacements, rocket 
launchers and alien generators. Blast all 
the way through to the end of this level 
and a giant alien crustacean awaits to 
blast the Vulcan to kingdom come. 

On later levels the Vulcan is guided 
through a storm of giant crystals and 
negotiates a tortuous, speedily scrolling 




passageway, complete with opening and 
closing doors. 

Vulcan Venture is a sensational blaster, 
and exhibits some incredible graphics and 
a thumping good soundtrack. The gen¬ 
eral presentation is superb, with an 
attract mode showing pictures of the two 
previous games, and there's also a very 
useful continue game option, which 
proves vital for players unfamiliar with 
the game. The playability is superb, and 
although hardened Nemesis players 
shouldn't have too many problems mas¬ 
tering the game, the average gamer 
should find it challenging and very addic¬ 
tive. 

We wait for Nemesis IV with baited 
breath . . . 


VIGILANTE 


Data East's ageing but fertile Kung-Fu 
Master format has spawned many clones, 
and Irem's latest, Vigilante is another 
addition to that great big happy horizon¬ 
tally scrolling kung-fu family. 

The lovely Madonna has been abducted 
by a gang of tab-smoking, beer-drinking 
thugs and Mr Vigilante 'must take the law 
into his own hands' (oo-er) and go to her 



rescue. The player takes control of the vig¬ 
ilante in question-a real 'ard geezer (you 
knowhe's'ard because he's wearing Ninja 
espadrilles) and sets off down the street 
to rescue the luscious one. Naturally the 
street is a-teeming with thugs, who just 
happened to have got wind of Vigilante's 
plan, and they're out to stop him. 
Skinheads with low foreheads rush in 
from either side of the screen, fists raised 
to dothe vigilante. However, a quick flash 
of his espadrilles should send them from 
whence they came. The hero is also nifty 
with his fists, and gives any oncoming skin 
a bunch of fives he won't forget in a hurry. 

As play progresses the vigilante comes 
up against thugs armed with nunchukkas, 
guns and Ninja stars. If these are dis¬ 
patched, they drop their weapons which 
may be picked up by Mr Vigilante and 



used against others. At the end of each 
level is a super-thug who is confronted 
and beaten up before play progresses to 
the next level. Just to make things worse, 
the action is played against a constantly 
decreasing time limit, which adds plenty 
of pressure. 

Even though Vigilante treads a well- 
worn path, it proves plenty of fumpin' 'n' 
fightin' entertainment, helped consider¬ 
ably by the excellent sound effects and 
neat graphical touches. Vigilante doesn't 
quite match the high standards of Double 
Dragon, but offers some very enjoyable 
video violence nonetheless. 
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If you still haven't got tired of the one-on- 
one combat game format, here's an 
oddity that should be of interest. 
Although Kageki is another pretty 
straightforward addition to the genre, it 
has a novel approach in its strange car- 
toon-style graphics. 

Kageki follows the story of an everyday 
oriental gang of bloated-headed ruffians 
who stumble across a horrid goody two- 
shoes of similar visage and decide to beat 
him up - one at a time. The player takes 
control of the nice guy, who proceeds to 
defend himself as the gang attack one by 
one. 

The action is set in a typical downtown 
alleyway, with the gang members sitting 
around the two-screen scrolling arena. 
The first opponent to step up for a trounc¬ 
ing is a greasy spiv with a quiff, who 
immediately sets about the hero with fists 
and feet. The player fights back with his 
fists only - quite a departure from the 


usual groin-removing and flying feet 
specials you can dish out in other fighting 
games. Yes, the clean-cut hero sets about 
the opponents in true boxing style, while 
the evil ones attempt every trick in the 
book to do him over. 

Power bars at the bottom of the screen 
measure each fighter's strength, and it 
takes two or three knock-downs before 
an opponent finally departs to push up 
daisies. A defeated opponent is dropped 
down a convenient manhole by a scowl¬ 
ing git in a yellow smoking jacket, and the 
next opponent steps into the ringside. As 
the player progresses through the levels, 


stranger and stranger characters are 
encountered, such as an acrobat, a sur¬ 
geon (complete with white mask), greasy 
fatty, escaped convict and, finally, the 
boss himself - a hard case with chronic 
taste in clothing. 

The graphics throughout are excellent, 
with the laughable characters sporting 
oversized heads and tiny legs. Each one is 
nicely animated, with some great comic 
touches, such as their changing expres¬ 
sions and look of surprise as they're 
socked in the mouth! Kageki isn't a bril¬ 
liant game, but if you're a fighting fan try 
it out. 


HAUNTED CASTLE 

s 


Dear Katie, 

My fiance and I recently got married. As 
we were walking up the hill to our new 
house, an evil Vampire appeared from 
nowhere, laughed in my face and 
abducted my virgin bride. She's currently 
being held against her will in his castle. I 
would report this to the police, but since 
this is 15th Century China, they haven't 
been invented yet. Have you any advice? 
Worried Samurai, The Far East 

These certainly aren't the usual marital 
problems I deal with! If I was you I'd put 
on my best battle gear, arm myself with a 



whip and set out to her rescue-and don't 
take any nonsense from the fella with the 
fangs. 

KB 

Well, what more can yer average Ninja-in- 
the-street do when his beloved is nicked 
by a blood-sucking fiend from beyond the 
grave? 

The rescue attempt involves the hero 
negotiating the horizontally scrolling 
landscape in true Ghosts 'n' Goblins style. 
The first port of call is a graveyard, where 
rattling skeletons descend upon the 
Samurai and bash him with their bony 





















hands and feet, each hit reducing his 
energy bar. This is where the whip comes 
into play - one lash and the skeletons 
crumble to bones. Sometimes they drop 
glowing hearts, which are automatically 
picked up when run over. In times of 
stress, these are thrown at the enemy and 
explode like grenades, destroying all. As 
well as skeletons, zombies emerge from 
underground, rotting flesh flapping in 
the breeze, which again drop hearts when 
they're whipped. 

It never rains but it pours says the old 
adage, and in Haunted Castle this is true. 
At the end of the first level the heavens 
open and the rain comes down like stair 
rods - it's certainly not the Samurai's day. 
Just to make things even worse, rocks 
from a nearby wall fly towards the hero, 
and unless they're whipped to dust 
quickly, they crush him to death. When all 
the bricks have flown, the sun once again 
emerges and the Samurai continueson his 
ramble. 

As the player penetrates deeper into 
the Vampire's domain, firey pits, Medusa 




and her minions, giant trolls and the Vam¬ 
pire himself make the rescue attempt 
even harder. Extra weapons are available 
- a torch, dynamite, timer, boomerang 
and a crucifix - to help the hero on his 
way. 

Haunted Castle offers the same old 
Ghosts 'n' Goblins type stuff, but in a dif¬ 
ferent package. It's by no means a bad 
game, but once you've had a couple of 
goes you get those seen-it-all-before 
blues. Despite some great touches, like 
the pouring rain, complete with digitised 
rainstorm effect and pretty graphics, 
there's nothing to distinguish it from the 
rest of the genre. 


NINJA 
WARRIORS 


A new set of conversion boards have just 
been developed by Taito especially to 
work with their unique three-screen 
monitor, previously used for the rather 
bland dual player horizontally scrolling 
shoot 'em up, Darius. Taito claim that 
Ninja Warriors incorporates the best ideas 
from three-year's-worth of coin-ops. To 


the rest of us it looks like a pretty neat 
two-player martial arts game. 

Each player takes control of a well-hard 
bionic Ninja (the deluxe version with go- 
faster stripes and nodding dog) and pro¬ 
ceeds to stroll along a horizontally scrol¬ 
ling landscape. Both Ninjas are armed 
with Shuriken stars (for chucking at 
oncoming hostiles), and swift 'n' nifty 
knifes for dishing out a quick apre mor¬ 
tem to those who dare get in their way. 


Neither of these are hard men without a 
cause, and the two are off to defeat an 
evil dictator and his entire army to restore 
peace to the land. A difficult task? Not on 
your Nellie - it's all in a day's work for yer 
akshual bionic Ninja. 

The action starts in a dismal-looking 
suburb. Within seconds enemy soldiers 
attack,firing guns, launching mortarsand 
grenades, flinging knives and indulging 
in a little kung-fu when they get near 
enough. Robots also attack, and need sev¬ 
eral hits with knife and star before they 
become scrap metal. As the end of a level 
appears, tanks, gun emplacements, fire¬ 
breathing warrior types (which look a bit 
out of place) and droves of very annoyed 
soldiers. Each player has an energy bar, 
which is depleted as hits strike home. 
There's a useful continue option which 
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allows you to carry on from where you 


left off. 

The three screens means that there's 
plenty of room to manoeuvre, and the 
game is nicely balanced so that solo war¬ 
riors can progress with relative ease. The 
graphics are of near photographic qual¬ 
ity, with incredibly detailed and beauti¬ 
fully drawn backdrops and superbly ani¬ 


mated sprites, and the sound is befitting 
the action. 

After the rather tepid Denarius, Taito 
have certainly turned up trumps with 
their three-screen arcade machine. It'sfar 
superior to Double Dragon in both looks 
and playability, and issurely the best com¬ 
bat game yet seen. 


BLASTEROIDS 


Atari Games have looked to the past for 
their latest batch of games, the first of 
which is Blasteroids, a souped-up version 
of the 1979 vector graphic classic, 
Asteroids. 

The general objective is still the same - 
to enter and clear a series of asteroid 
fields-but there are many new twists and 
extra features. For a start, the action can 
be played in single or dual player modes, 
with each player's ship capable of trans¬ 
forming into one of three different sizes. 
The largest gives extra firepower, 
medium gives extra armament and the 


smallest is the most manoeuvrable. 
There's also an added option during the 
two player mode of joining the ships 
together, with player one controlling a 
large, but highly manoeuvrable ship and 
player two taking control of a rotating 
laser turret on top of the craft. 

Each ship has a limited supply of energy 
which is depleted whenever the ship col¬ 
lides with an asteroid. Some asteroids 
release energy crystals when blown apart, 
which are flown into to replenish lost 
energy. 

The action is set across four galaxies of 
increasing difficulty, with each galaxy 
split into fifteen different fields. As well 
as rocks, each asteroid field contains a 
variety of hazards to blast or avoid. Hom¬ 


ing asteroids provide great problems, and 
'Popcorn' asteroids expand and form sta¬ 
tionary obstacles when hit. There are also 
alien ships - some heavily armoured - 
which yield extra weapons when blasted. 
These are automatically picked up and 
added to the ship's armoury when run 
over, and include extra shielding, fire¬ 
power and energy capability, and cloak¬ 
ing devices. 

Blasteroids' graphics are outstanding, 
with the original vector graphics being 
replaced by some very smart digitised 
backdrops and sprites-the spinning rocks 
are truly stunning! There's also an incred¬ 
ible array of atmospheric sound effects 
and music, which are surely the best ever 
heard in an arcade game! To cap it all, the 
game plays extremely well, with just the 
right amount of difficulty to sustain a 
challenge. Blasteroids is a thoroughly 
enjoyable blast which shouldn't be 
missed. 









































A turbo boost option is available and 
cups can be collected to stop other cars 
and give the score an extra boost, and 
later levels boast some whacky maze lay¬ 
outs, but unfortunately there's just not 
enough variety or addiction to hold 
interest for more than a couple of goes- 
it's just too repetitive. To put no finer 
point on it. Counter Run is rubbish, and a 
very surprising release from Sega, whose 
pedigree includes such greats as After¬ 
burner, Out Run and Alien Syndrome. 



CHELNOV 


Subtitled 'Atomic Runner', Chelnov is an 
enjoyable horizontally scrolling action 
game in which the Atomic Runner in ques¬ 
tion sprints through a series of weird 
caverns and across strange landscapes in 
an attempt to reach the Statue of Liberty 
in New York. 

Large mother monsters make an 
appearance and traps open upas the Run¬ 
ner progresses through the levels. Extra 
weaponry is picked up by blasting objects 
hanging from the ceiling and collecting 
the pods they yield. Advanced armoury 



includes super blasters, speed-ups, 
boomerangs, giant spinning discs and 
giant ring of stars. At the end of each 
stagea giantguardian isdestroyed before 
a map appears indicating how far there 
still is to go. 

Chelnov is a good game in that it's not 
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*oo difficult and doesn't require perfect 
hand/eye co-ordination; enemies can be 
bounced on and the collectable weapons 
are powerful enough to get you far into 
the game on one credit, making for good 
progressive play. It doesn't look terribly 
impressive at first, but in play it has those 
addictive qualities and not-too-complex 


control which always makes for an enjoy¬ 
able game. The graphics improve tre¬ 
mendously the further you progress, and 
there are some tremendous end-of-level 
guardians, including a giant fire-spitting x 
serpent. Keep your eyes peeled for Chel¬ 
nov, and make sure you've got a pocket 
full of ten pences at the ready. 























It's instantly apparent that Super Ranger 
is a Rolling Thunder variant - not only is 
the graphical style very similar, but the 
animation on the heroes and hostiles is 
identical and they also follow similar 
attack patterns. Having said that, Super 
Ranger does have several improvements 
over Rolling Thunder, including a dual¬ 
player option. 

Each player takes control of a Super 
Ranger, a well-tough soldier of fortune 
who wears a whacky tracksuit, and who 
has to penetrate deep behind enemy lines 
in order to destroy an evil despot, a task 
which involves negotiating a hazardous 
horizontally scrolling landscape packed 
with hostile troops. Both rangers are 
armed with machine guns, and also have 
a limited number of grenades to bung at 
the enemy, and they can also make use of 
objects the are occasionally found on the 
floor. 

The action is very reminiscent of Rolling 
Thunder, with similar two-level platform- 
type action. The going is pretty tough, 
and a two-rangers partnership is almost 
essential to the completion of some of the 
later screens. Super Ranger is a fairly 
mediocre offering, but isn't the sort of 
thing that'll keep you playing for long. 


NEWS 

A new development on the arcade front 
is Krusha - it isn't a coin-op, but a very silly 
and very, very sick bash-em-up cabinet 
game. The player wields up a hefty 'mal¬ 
let' and tries to ever-so politely and with 
great dignity bash the brains out of plastic 
moles that pop up from holes in the 
cabinet, and the more you bash,thefaster 
those cheeky little rogues poke their cute 
little heads out of the holes. The going 
gets pretty frenetic, and is thoroughly 
enjoyable! 

Another sick game making its way into 
the arcades is Bally's Blasted, an Opera¬ 
tion Wolf-type game set in a city ravaged 
by revolting robots. Speaking of which, 
Taito are currently tracking down illegal 
copies of Operation Wolf— they're virtu¬ 
ally identical, but are called Operation 
Bear. If you see one, don't play it! 

Konami's new race game is called 
Chequered Flag, and should be appearing 
in arcades very soon, and the latest video 
from Atari is Vindicators, a one or two- 
players tank game designed to fit inside a 
Xybots arcade console. 

Capcom has Last Duel also poised for 
cabinet space, along with several other 
titlesfor 1988and 1989-towhich USGold 
already have the rights! The highly suc¬ 
cessful beat 'em ups Double Dragon and 
Gryzor are both to appear on the Nin¬ 
tendo Play-Choice 10, and finally, Sega 
has Ace Attacker and Hot Rod in the 
pipeline for Europe and the UK. The latter 
title is a car racing game which is appa¬ 
rently an Out Run beater! 


SUPER SELECT 
SYSTEM 


Arcadia (Mastertronic's arcade subsidiary) 
are a new force in the coin-op world, and 
their Super Select System is in direct com¬ 
petition with Nintendo's Playchoice 10. 
It's a multiplay arcade machine based 
around the Amiga B52 board system and 


comes in two formats: Sports Simulation 
and Arcade Action. Each one boasts five 
different games - some new, and others 
which might just be recognised by Spec¬ 
trum owners . . . 


ARCADE ACTION 


The Arcade Action set-up offers five 
games, ranging from a traditional beat 
'em up to an unusual future sport con¬ 
cept. 

Ninja Mission is a conversion of the simi¬ 
larly named Spectrum beat 'em up/arcade 
adventure. The player takes control of a 
Ninja hero and enters the evil Akuma's 
palace to retrieve seven stolen jade idols, 
a task which involves battling gangs of 
marauding guards. 

The graphics are excellent, with lovely 
character animation and some neat back¬ 
drops. It shouldn't take beat 'em up 
experts too long to complete the mission, 
but it proves highly enjoyable nonethe¬ 
less. 

Blasta Ball is based on the mildly addic¬ 
tive Spectrum game, Hyperbowl. The 
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scrolling action is viewed from above and 
involves taking control of a ship and driv¬ 
ing a large moving puck into the oppo¬ 
nents' goal. The concept is very simple, 
and unfortunately doesn't hit the mark as 
an arcade game. The graphics are colour¬ 
ful, but the gameplay just isn't addictive 
enough to spend more than a few ten 
pences on. 

For shoot 'em up fans there's Xenon, a 
vertically scrolling 'progressive' blaster in 
which a craft capable of changing from 
tank to aircraft is guided through 16 sec¬ 
tors of frenetic action. As the mission 
progresses, extra weapons are collected 
to create a very impressive armoury. Each 
sector has its own particular guardian 
which is destroyed to progress to the next, 
and none give up without a fight! 

The action is fast and furious and the 
graphics are really spectacular-especially 
some of the large aliens. Xenon is a very 
enjoyable and extremely addictive shoot 
'em up and is well worth checking out. 

Sidewinder is a straightforward verti¬ 
cally scrolling shoot 'em up. There are no 
extra weapons to worry about - you just 
blast everything in sight. There's plenty of 
noisy action, and it proves very enjoyable, 
and is a lot easier than Xenon\ 

Lastly there's Space Ranger a colourful 
horizontally scrolling blaster. Again, the 
gameplay is simple and should please 
those with itchy trigger fingers. 
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SPORTS 

SIMULATION 


Like the Arcade Action package, Sport 
Simulation offers a wide variety of games, 
most of which have been converted from 
the home computer format. 

One of the most notable conversions is 
Arcade Leaderboard, a slightly tweaked 
version of the classic golfing game which 
manages to retain all of the original's 
playability. The course is played against a 
time limit, and trees, bunkers, rivers and 
lakes make the going extremely tough. 
There are extra features too, including 
sampled voices, an animated instruction 
screen and map of the course. It's certainly 
an unusual and very entertaining arcade 
game - go for a round. 

The highly successful budget darts 
game, 180, has been given the arcade 
treatment and renamed World Darts. The 
gameplay is virtually identical to the com¬ 
puter game, and the player challenges a 
series of increasingly adept computer 
opponents at a match of 501. The graphics 
and sound are both superb, and the 
gameplay has a lovely 'feel'. World Darts 
isn't the sort of game you'd expect to find 
in an arcade, but it's surprisingly addictive 
and well worth trying out. 

SportTime Bowling is a very weak bowl¬ 
ing simulation based on Strike, MAD's 
budget game. It doesn't play well and 
lacks the believable pinfall necessary to 
capture the thrills of bowling. Even the 
graphics and sound are poor! Not one to 
break open a piggy bank for. . . 

Offering more in the playability stakes, 
but still suffering from weak graphics is 


SportTime Table Hockey, a simulation of 
the one-on-one air hockey games often 
found in seaside arcades. The fast action 
is enjoyable at first, but it doesn't take 


long to lose its appeal. 

Pool is a difficult game to convert to a 
video format, but Arcadia have managed 
to capture the game's spirit with Pool. The 
ball movements are very realistic, giving 
the game good playability. Pool is 
definitely one of the best games of its 
type, and should be checked out. 

Arcadia are also planning Basketball, 
Football and Tenn/ssimulationsespecially 
for the Super Select System. 
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AAARGH 


One of Arcadia's new dedicated games is 
Aaargh, a mashing, smashing monster 
game in which one or two players assume 
the role of a pair of terrible monsters; 
Godzilla and a giant Cyclops go on the 
rampage through a series of towns and 
cities. The action is displayed in 3D, with 
the monsters able to walk 'in' and 'out' of 
the screen. 

The first port of call is a tribal village, 
and the gruesome twosome stride around 
the village, smashing down houses and 
setting them alight. As buildings are 
wrecked, the inhabitants stream out and 
are either stomped to death, or picked up 
and eaten - very enjoyable! 

Beneath one of the houses is an egg, 
which is revealed only when the building 
is razed to the ground. If the egg is picked 
up, both players get the chance to 
increase their score in a bonus stage. The 



monsters face one another and fight-the 
winner claiming the egg and a large 
points bonus. After this violent interlude, 
both creatures return to stomp and smash 
the next location. Later stages include 
Egypt, the Wild Frontier, China and a 
Greek temple. 



The destructive gameplay is straightfor¬ 
ward, but extremely absorbing, and the 
highly detailed graphics and superb 
sound effects enhance the action 
immensely. Aaargh is one of the best 
arcade releases in months, and is well 
worth hunting down. 


ROAD WARS 

(/Arcejdife) -) 


Road Wars is Arcadia's one-on-one 3D blasting attackers, and'closed'for smash- 

shoot 'em up which should be familiar to ing through obstacles unscathed. 
Spectrum owners. One or two players The action is very simplistic, and there's 

drive 'battlespheres'- futuristic spherical little to do other than dodge or blast 

tanks - up an infinitely long road and approaching objects. There's little in the 

destroy oncoming hazards. The vehicles way of an ultimate objective, and it 

have two modes of operation: 'open' for doesn't take long for it to lose its appeal. 



ROCKFORD 



Rockford is the arcade version of the 
evergreen classic Boulderdash, and was 
programmed in the States by First Star 
software. 



There are 40 levels set across ten differ¬ 
ent worlds, each having its own 'theme', 
with the dirt, boulders, diamonds, and 
even Rockford himself taking on a differ¬ 



Konami's recent shoot'em up is very much 
in the Side Arms mould, but takes 'prog¬ 
ressive' weaponry a few steps further. The 
player guides a jet-packed soldier across a 
hostile landscape and blasts all and sun¬ 
dry. Up to 27 extra weapons are picked up 
by shooting alien pods and collecting the 
letters therein, and a fully-armed soldier 
is an awesome sight. 

Although Exzisus is a very straightfor¬ 
ward no-frills blaster, it's extremely play¬ 
able and keeps you feeling for loose 
change. 



ent appearance in each. 

Both the graphics and sound are very 
disappointing, and the gameplay is very 
tough, requiring a very high degree of 
skill and an understanding of the game's 
workings. Boulderdash fans will doubt¬ 
less find Rockford fun to play, but those 
unfamiliar with the computer version 
may find the action much too tough and 
unrewarding to be worth persevering 
with. Try it—you'll either love it or hate it. 











HYPER 

CRASH 

Although Konami's racing destruction 
game, Hyper Crash looks totally awful, it's 
enjoyable to play. The objective is to race 
around five hazard-filled courses within 


the allotted time limit. Opponents are dis¬ 
posed of by bumping them as hard as pos¬ 
sible into the track walls or an oncoming 
obstacle. The car is also capable of some¬ 
rsaulting if top speed is reached, and 
enemy cars are squashed with a well- 
aimed flip. 

The graphics are very blocky and look 
incredibly primitive when compared with 
the likes of WEC Le Mans and Out Run, 
but the destructive nature of the gamep- 
lay makes it great fun. It's a little on the 
easy side, and shouldn't take too long to 
complete, but Hyper Crash is entertaining 
and worth feeding a little loose change 
into. 






STREET 

FIGHTER 

Capcom's latest is a traditional one or 
two-player beat 'em up played across a 
series of backdrops, very much in the 
Karate Champ mould. However, it adds a 
new dimension with pneumatic 'punch 
buttons', large rubber pads that are 
bashed to make the on-screen fighter 


punch out - and the harder they're 
thumped, the more powerful the hit. 

The action is certainly gratifying, with 
great feedback from the buttons, but 
once the novelty of hitting the machine 
wears off (something most people do any¬ 
way), there's very little in the gameplay to 
draw you back. 

There's a newer version of Street 
Fighter with normal arcade buttons 
which allow the player to fight more skil¬ 
fully. Again, its simplicity is its downfall, 
and once you've beaten a few opponents, 
the addiction wears thin. 


FAST LANE 


DEVIL 

WORLD 


Gauntlet has spawned many clones, but 
Konami's Devil World takes the genre a 
few steps further. It's a one or two-player 
game in which a heroand heroine explore 
a lost world filled with monsters, hazards 
and traps. 

The action is displayed from a forced 
perspective viewpoint, and each player 
travels the landscape picking up items of 
treasure and shooting attackers. When an 
object is picked up, one of the icons at the 
bottom of the screen becomes highligh¬ 
ted, and is selected to give the player 
extra weapons, including a shotgun, 
bazooka and laser rifle. 

As the action progresses, the landscape 
and attackers become increasingly fero¬ 
cious, and later stages require the players 
to cross perilous bridges, make a stand 
against marauding hordes of violent 
reptiliansand tacklea giant mud monster. 
The going is certainly tough, but with the 
extra weaponry it's possible to blast all 
and sundry - a great feeling. 

Devil World is easy to get into, and the 
violent blasting action is very satisfying 
indeed. 



Remember an old black and white game 
called Head On? It first appeared in 1978 
and required the player to guide a stick 
car around a verysimple maze and pick up 
dots while avoiding oncoming cars. Now 
Konami have taken the idea, added some 
snazzy graphics and wonderful sampled 
music and come up with Fast Lane. 

In the new version, the stick car has 
become a Ferrari, the oncoming vehicle is 
a kamikaze off-road buggy, and the dots 


are girls who run around the maze and 
are 'picked up' when run into. The maze 
layout varies from screen to screen, and as 
play progresses, glowing orbs appear and 
are collected to add a feature to the Fer¬ 
rari - such as firepower, extra speed or 
bombs - which are used to despatch the 
opposing car. 

Fast Lane is a very appealing game -far 
better than Sega's awful Counter Run - 
and is worth trying out. 







BLACK 

TIGER 


Black Tiger is yet another version of the 
much-cloned Ghosts 'n ' Goblins. The 
player takes the role of fighter Black Tiger 
and travels across a hazard-filled land- 


After a string of adventures in Pac-Man, 
Ms Pac-Man , Pac-Man Jr a nd Pacland, that 
yellow creature with an insatiable appe¬ 
tite is back! Pac-Mania is very much in 
essence of the first Pac-Man game, but 
Atari Games have added some new ideas 
to keep Pac-fans on their toes. 

There are three levels of entry (plus a 
final level), one of which the player 
chooses before starting. The action is dis¬ 
played in isometric perspective 3D, with 
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scape in search of fame and fortune. Every 
step of the way is fraught with danger, 
and vile creatures attack constantly. Pots 
are encountered along the way and are 
broken to reveal extra points or weapons 
to help Black progress further. 

Black Tiger is tough and challenging, 
but hasn't anything new to offer. Try it 
out if you're a Ghosts 'n' Goblins fan . . . 


only a small portion of the scrolling maze 
shown at any one time. Pac-Man's objec¬ 
tive is, as always, to clear the maze of dots 
and avoid the deadly clutches of the five 
marauding ghosts. To help Pac-Man 
along, there are power pills which give 
him the ability to destroy ghosts and send 
them back to their pen, although the 
effects are only temporary. Fruits also 
appear and are run into for bonus points, 
and sweets are eaten to increase speed or 



double points. 

A new twist comes with Pac-Man's abil¬ 
ity to bounce - a press of the fire button 
sends him leaping into the air over 
approaching ghosts. However, on later 
levels there's a ghost who also has the 
ability to bounce! 

Pac-Mania has some really neat 
graphics - very bright and bold - and 
there's a great upbeat soundtrack to urge 
you on. Each level has a different theme, 
including Block Town, Pac-Man's Park, 
Sandbox Land and Jungly Steps, and some 
of the more advanced mazes are huge! 
Clearing later levels requires a great deal 
of skill and a good memory to remember 
where those last few dots are! 

With the addition of new intermission 
screens, Pac-Mania provides plenty of fun 
for Pac-Man fans, and should definitely 
be tried. 


through each levelful of baddies. The 
mode of combat alters to suit the situa¬ 
tion, allowing Musashi to engage in hand- 
to-hand combat with enemies in close 
quarters, and automatically use his Shuri- 
ken star-throwing abilities on those at a 
distance. Ninja magic can be used once 
per level, (effectively a Ninja smart bomb), 
and saving all the hostages on a level is 
rewarded by a variety of extra weapons. 

On reaching the end of each stage, the 
'big boss' appears. -His defeat secures 
entrance to a bonus screen where, using 
a first-person perspective display, 
Musashi is directed in defending himself 
against the onslaught of oriental assas¬ 
sins. Musashi kills all his assailants by pre¬ 
cise throwing of Shuriken stars. His oppo¬ 
nents constantly close in, leaping from 
platform to platform; should they get too 
near, Musashi is defeated and the next 
stage begins. However, extra lives are 
awarded for the elimination of all foe. 

Shinobi contains five missions, of three 
to four levels in length, and a map is dis¬ 
played at the start of each level to show 
what lies ahead. 

Sporting some bold backdrops and 
large sprites, Shinobi is very reminiscent 
of an oriental Rolling Thunder , with 
bonus stages thrown in for good measure. 
The action is reasonably attractive, (al¬ 
though the sound effects are seriously 
lacking) but there's no real lure except for 
patrons of all the other beat 'em ups on 
offer recently. 


SHINOBI 


A further addition to the long snaking 
queue of Ninja combat games comes in 
the shape of Sega's Shinobi. A number of 
terribly cute children have been kidnap¬ 
ped by a group of despicable overlords, 
(the Japanese seem to have some sort of 
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kidnapping fixation) and it's the player's 
task to rescue the poor little mites who 
are to be found tied up throughout the 
push-scroll landscapes. 

The main character - Musashi, master 
of Ninjutsu - jumps and kicks his way 



PAC-MANIA 










DEAD ANGLE 



RABBIT 

Also released as Rabio Lepus under the 
auspices of V-Systems, Taito's Rabbit 
Punch is a sort of Side Arms meets Water- 
ship Down. One or two robot rabbits set 
out on a horizontally scrolling mission of 
tension, excitement and large orange 
vegetables in an attempt to save two 
young bunny-girls in bondage and an old 
man called King (suspiciously dressed in a 


along the ground in a beautifully ani : 
mated sequence. There are some odd 
parts to the game: sampled speech tells 
you that 'red nipples are instant' (well, 
that's what it sounds like to us), and that 
you should 'destroy enemy Mazda' - an 
evil beast which looks not entirely unlike 
a robotic donkey! Once this devil incar¬ 
nate and his minions have been 
despatched, a carrot bonus screen 
appears where both players collect as 
many falling carrots as possible, before 
one touches the ground, ending that 
round. 

The game sports some smart graphics 
and is an unusual, but humorous arid play¬ 
able game which should have you piling 
in the ten pees - for a while at least. 


rabbit costume, and similarly tied up) who 
have been kidnapped and secreted indi¬ 
vidually in each of the game's three sec¬ 
tions. The mission begins on board a large 
spaceship, progressing via an asteroid 
base to reach its conclusion on the surface 
of the target planet itself. 

The robo-bunnies are equipped with a 
supplies of bullets and smart bombs which 
are replenished along the way by shoot¬ 
ing tins of carrots and collecting the veg¬ 
etables thus revealed. 

Both cute rabbits fly, and can walk 


An unusual coin-op, Dead Angle could 
easily have been converted from Infog- 
rames' home micro game, Prohibition, 
being a cross between Empire City 1931 
and a period Operation Wolf. Set in 
America during the Roaring Twenties, the 
game follows the player's efforts in rescu¬ 
ing his beloved girlfriend who has been 
kidnapped by a gang of hoodlums (origi¬ 
nal scenarios are few and far between 
these days). Deciding to fight fire with 
fire, the player embarks on a mission 
where pump-actions speak louder than 
words. 

A free-floating gunsight is positioned 
around the screen as you blast your way 
through the streets which are lined with 
members of the gang. A limited number 
of grenades is also at your disposal for the 
mass destruction of opposition. 

The landscape is horizontally and verti¬ 
cally parallax push-scrolled along, and 
provides a variety of objects behind which 
the player can hide from return gunfire. 
Each level has.to be secured within a time 
limit and failure is presented in a smart, 
bloody red out. 

The atmosphere generated is suitably 
tense, but on the whole Dead Angle is a 
fairly tepid affair; not one to lose much 
cash over. 


PUNCH 
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